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And why nor? 

if has the finest graphics yet to emerge from 
a Spectrum game. 

Fly fhe btesi svwig-wng fighter 
bomber with full 360*^ control 



Seek out and destroy enemy targets, 

Lond refuel toke off at will 

With 3D mufti -screen, multi-diredionaf 
wroporound landscape, ifs guoronieed to give 
your brain hypennania 

Fly Tomodb low Level today -- ju^ one in a 
series of mindbl owing action garner 
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fttjc Attack 
-The Map 

Th« response fo our drsw an Atic 
Aiac map compettiiori has provefk 
lo be •nonnoijQ As I write thts 
Itaibthy Stmifier of Ultimate 
leii rno frwat ifve pnze <s tjeinc 
casi Th© tfophhy o« the ACG ftey 
fUxte twelve irnchds high Nwont 
tie long riow before the winner g 
Mimimergos 

hlMftwhtie . f rofti (he wealth of 
detaji sen! m already, our colour 
posief is being prepared Pan 
OMmay be four^d in the centre or 
Ws Rionlh s issue. *ilh Pari Two 
to follow neil monlti AH you have 
ta cto9 caro'fully litl up the siaples 
and pull the ivmo centre pages ou E 
Pan One contains Ihe Attic. Flnt 
Floorami Ground Roor Part 
Tvw haa ftm Basement and the 
fkv«m«. The two pans assemt>te 
kmmpfs one above the o4hef to 
itwe ^ a fmi^Jieid poeief 
approxjmately 297mm wide by 
WOmmhigh 

There rnust still be people 
anxjod who wN find ihe map 
usehjl as a guide to pitying auc 
AUc* but for those wtx> a I ready 
kmwrtfM place hside out we 

iTOpe ^ poster will nifljce an 
intijarastang decofation and provide 
a memo^ ol hours speni undoing 
Wh^l U Iti mat;^ h m wrought^ 



Big is Beautiful 

I wa$ ini^i^wtKt m the reactort of 
a caiPtr wtio, in paasirw. 
(^mmented that CRASH so often 
ooncentraied tin revk^ws ort 
tmaNer, ofian unknown, software 
houftffls ITierewastheimpiication 
in ih© tone oi his vo*ce thai this 
waa aerMtttino ot a lading - raitver 
aa though we were unatT^e to get 
gmea to fevtew from me t>™ef . 
nrne impoitani cOrtvpanK^s & 
perhape it was a rvleretice to tt>e 
lack di good gemee in summer 
Whichever, ^t has to be sakt Ihal 
CRASH set ou! to be a 
compr^hensavo review magazbii 
(that can be ditt^cuit ai tinges,, tiut 
we do our best I and as such is 
duly bound to review games trom 
any sk^ed sottware company 
wf^n aix3 Qs space aMowa. 
Besides which . even the 
b^ggeat ioflware iKiuses today 
wef e afl lltti one* a yeor Of two 
bach, Who Is to say thai some 
aerius operating from his or her 
bad< be* oom today won! be a 
0ant come Chnsimas'^ It s the 
Ideas thai count WT^ is a 




SiDCi thQ item on Ihe Goildf n ity ol 
ACG wa^ written, Ihe superti IropHy 
has strive el - and tl stands H inctics 
higti Qn lb Im, W licit CUT Icr the 
il«it iflee, Wkeit I3^e winner Willi be 



annnynsedr In ihe tfiemtinifl . pliit 
are afoci I or a follow -up cdrnpetnisn 
Iram Ultimate bisect m S^l^re Wu)l 
Walcfi Dut lor dtiaiU- neit issue 



probtorti for the young and 
unknown software housae ia 
exposure - lettinQ peopifl ktvuw 
Ihal they're ifiefa. Ahix^ every 
magazir^ tn the txisiness w^ll 
de^e space instantty m Je/ Set 
Vmy afxt S^br& WulL but who 
apart from \h& specialist ma^ will 
bother wrih Denms Througn the 
Oitnking Glass or AppltcatKin s 
foHow-up The Tebbn'^ \ knmt thai 
the majority of readofs are only 
inier ^ted in the biggjes . but it 
can lead m missing out on a lot of 



very good and enteftaifMr^ 
games. In CRASH we try ie 
redress the t>alar>ce a bit 

On top ol thai i\ would be a good 
question 1o ask - do the biggies' 
aJways come up with the goods'^ 



I 



Summer Slump 

Running on Irom the above piece , 
small aixJ large software tiouses 



aiiKe are now lacirig ttw fr^tional 
su mmet alurtip , It nwy seem odd 
to talk Dt a tfaditk>n ^ a maifcei 
barely m its third ya^r, but 
expenenc^ indicates that the 
summer 19 alwma poor for 
softwaie salea, Not unnatur^. 
games pleyeri who would have 10 
be dragged away from ihieir 
Spectrums m the dark winter 
riKjnths fir>d that ttiere aie rrM:>re 
iniereslir^g thi^iigs to do ouldoors 
during the iummef 
ConseQueiTtl^, less software is 
bought and loaded. 

Lasi summer. N^ss waiy , the 
software houses cam^ on 
advertising m the magazines and 
*&re then upset when they found 
thai The saJes tigures didn t ecpal 
Ehe advertasing biiis This year, 
everyooe is acting more 
cautiously, looking over their 
sfwjicters at itie circuUttng 
■ jmours Ihal so and SOii iboul Ip 
gour^der Maluraily.tho Slump hits 
the smaller companies wrth Jess 
furidtrtg much harder, tjul one or 
two of Itie rea^ b^gg^es" don t seem 
to ^nd it easy I0 pay lor ttieir 
adveftising tn^ls either 

Tt^e records do stxwf that ^les 
ot games drop m ihe summ^ but 
periiaps the software houses are 
helping 10 perpetuate a vicio^^ 
circle by hitMrnabrtg ThiSES 
considered a poor lime to releaae 
newgerr^s I wnte this on; itie eve 
ol seeing Ultinfiate's new gam^. 
SBbte Wuif. M mighl be saiutory to 
remember Ihil Sifire V\fulf is only 
Uftimaee s sevefA game. t>eing 
reieasad m the summer, and tt^t 
their first two J^ tp^c and Ps ss r. 
wvi Launched about a year ago 
ridht in the middle of everyone 
e^e'ss^ump As a result of thefr 
expenences across tw yier. 1h»y 
ar# pFot>at>ly quite unomcemed 
about rij^lea^ing a rr^^jof 9ame 
I wrth a n^w pnce tooHn TO 
middle of ftunvtwf h highlights a 
laHacy Wi the Cheory that a good 
prochictshDuU be caved up un^i 
ChrMmaa - witt^ a leek of good 
^TTWS to txiy and play, any realty 
good game reieafied will sland out 
- and Be tMiughi But if Ihere is a 
rendency to [iJV in the homs 
during ttie summer and not 
release good games, thpin the 
txjyers are go^ng to boiner even 
less, thus tightening the vicious 
c$rd#. 



CRASH Holline 

The Holline IS tiotting up' Calls 
coming m rKsw are viftuaiiy 
swarriping the system, especMy 
wMh the advent ol the ad^nture 
fine Each rnonth now riftsults in 

CRASH Jufy 1984 i 




thouiiffiids and Q^ousands di calls 
- a M dV paf^on-hourv kiwilw the 
d0t8ib into the OCfnpillvfbr 
analy$4$. Foftunamy mo«i oiiefs 
kr>ow xtmr minds ind siat^ their 
bu9iD^S3 e^iciemly Bui there are 
the gigglefs^ These Mi into hNo 
iMMtf MMOdriti «* thOie who stall 
to giMlt. fut a tmv« iiin on and 
aome^ow gel thrgugih (a Sub- 
firoup are those vvfu break down 
tDiif>g 



VMMtlMliraiidgai 
iwrlpmniaoray 

b ffie aeoond qpcnip 
iiAn probrtriy never Mended ii 
sorioiis vole m the llrsi place. s4ai1 
giggling. lt>ori lyrn the call inio 
something else altogether Ms just 
as well that the team taking the 
details are broad-mindedl 
Unfoftufiaialy ttila telephonic 
jncontfnenoe waetes a toi of rime, 
eepe^iy when you gel a bunch 
of people wrth unlimHed funcSs for 
the phone who Irke to ring 
OOTYlmuou^y arid pi aclise Itwir 
petty jolt&B or Captta^ RadKj's DJ 
dlMvearcompotitHan entnee. It's 
tunfiy now ihe ttiOLighl o( an 
unmanned answering macnine 

antads m^ atf«intiort5 04 bofad 
peoplel StiH. whtm theffi s ihe 
lime, these Calls can pravtui^ 
hOMT^ of amusement at the 
Cfl ASH otfces But we woirid 
preier to just get the rates! 



CRASHTIONNAIRE 
WINNERS 

The winoBf ol the CRASH 
OuestK?nnaire draw was J.S. 
Underhiil of Bromtey. Kent, who 
wans tM worth of software of his 
choice plLTS an yb4Quitous CRASH 
T'Shin The Ihree runn^s-yp each 
gel a T shiri plus a Ihn^e-monlh 
SubSO^Iion to CRASH. They are 
mitpi Brown from Hove. East 
Sueam. Chnstophef Powell 
from C3^wi?5(ry. ShnipQhire. and 
Kevin Spacers from Ccoyden, 
Suifey. 

I woutd like to thank aM tho^ 
who toofc the IroutJte to fill out and 
send in the loims. wtiich are snll 
being coltaled for a Anal result 



ONE CHR$ INKEY$ 

A new CRASH column which reflect* the pergonal view» ol people who either 
read or write for CRASH. This month G.G. Watson, from Aithorpe, Sooth 
Humberslde, hsrmmers home the message. 



HAMMERING HOME 
THE MESSAGE 

By G.G. Watson 

A3 you lean hack in your chelr. 
monsiers stare out al you w#i 
their glowiriQ multi-o^loured gye$. 
Space ships zapping anylhirq, or 
anyone m their way stra^ 
through sedof's of ttie gplajcy 
never visrlfid hsiore Robote 
stumble across aKien LarKtscep^, 
tanks rumbio thrown the nyWiied 
femflinsoi piar^l Earth Rao^ 
caim speed round and round 
Ffwe and all manner ot cfeatures 
andw^Uie hop ar>d l^ap across 
intt§iriifyite«mscap0s Evii 
beings and wtiards cast their 
spells in d » v< toh plots lo enslave 
h4jm^nity. UiVMcted man has 
onfy hi^ wKs lo keep him alive 

fto. this IS nol the scenario for a 
complect r^ew corr^pi4er garT>ei N is 
a subiectrve in^x^aion ol the 
garish, sensational. eoffwAB 
tdvertssament^ [Contained wtthiri 
ttie pages of any popular 
oqmpuier magazine you migN 
cvffl to mention 

How exciling the new world d 
ttielioma oomputer loofes' Thow 
apvWng Imagee entice us to 
htinwlataly go found to OMT 
neisr^ oomputer shop lo pert 
wMh our money. Yes, be ihe first to 
own the etoctfonic game which 
wii stra^ ttie skife and 
imelligence ot you arxj your 
IrienA to their i»mrts Daj7ie the 
neighbourhood with ihfs bnShani 
newtpy Those are some oHhe 
Ehings advttrttements ten us 

Even neg^rtive feviews ot a 
game cannot Qurie awwince us 
that It wilf not spervl rnych time on 
Our tetevision screen rf the 
advertidsement m a^i rts giowing 
imagery has hooked our interMt. 

The adwrtsements tof 
oorrqiuter softwafen ^xj hardware, 
are stick and profesefional. It is 
only a-pHy the gamse and 
machineiy Itmi they ainc) the 
praisee of so weH dbnoTarways 
QuR^e Ihre up to their inflated and 




verbose lyrks s^Wich leads nie lo 
wond^ i!( ita paopto who piodiice 
the advertising enworlK end 
Itterelura should pertvaps 1^ lo 
educate oomputer i:Nrogrammef3 
and deeioners how lo produce 
matenai ttxst has an equal irnpai^ 
on our senses. 

Many oommefitatoi^ have 
noted me par ai49is t^etween the 
compuler aothwre indu^ and 
the pop muakr tndi^Ary. Indeed, 
some computer compan4as have 
encouraged this comparison by 
attempiing lo make their 
prog rammers into "stars" 

All hough this refTects the fast 
growing poputenty ol home 
^xnpuf ing arid its stalus as a form 
ol enieflamment H a3so means 
Ihas hype and *rnagie become 
more imponani ttwi the product. 

Taken lo its extmme^. can we 
one day expect to see screaming 
teenagers chasing alter the 
programmers of Iheir f ^vounte 
QamffS^ Will prtme time television 
shorn leature the Top ol ttie 
Floppies' and contain promotional 
videos ol programmers dancing 
MidiMl Jackson-type steps 
across back -pcoiecled irnages of 
lhe<r latest game? 
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Ttiis might ^^ourhd turmy bul tt is 
not long ago that many gamee 
were produced in houses, 
wagee. and caimmy Eittie otflcea 
Now phjsh office suites arxJ 
ea|Mriikvt. «xtremoly fast, sports 
cam wMcfi Imll oulMe in the 
axeouCM cmp&M, «» tw order 
ot tnedey> 

At ttie momant tie software 
Indu^ is booming and new 
tatani i^ quicidy utitoed and 
promoted, just in tt>e same way as 
the pop music industry grew and 
devekiped in (he Sotties &u1 
wtiatever happened to the music 
scene in ttie Seventlea? It 
plummeted to ttie depths of 
banality and had to t>e knocked 
I nio S4nae by the punk ravDhJton I 
Is ttite what MM h^ven to the 
aolVifare industry in ^ Ntnet^ 
or late Eighties? Will the hype and 
image being geriof ated so 
caf efiiiy now kill oif the creative 
flair and Instanci that stiJI survives 
today? 

Only tme and the cor^umers 
will tiammef home the answers to 
theea qyartor^. iet a hope 
everyone concerned will fare 
t>elter than moei space invadens 
or |>acmenf 
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A fine day 

for tennis on 

your Spectrum] 

Thb H Wimbledon 

The home of British tehn^ Mjc3yir>g Britajni 

But thrs wmm^r, thinp wi te drf^mt If 
rain ^ps pUy on court, youK be able to <4riy on 
playing - ^th Sindairt 'Malch Point 

Match Poinf ts one of six new, ali-adKxi 
prqgrarns toe fouf SpectrumL tt lets you play t^nnb I 
^n^ the computef. a tnend. Of |^ sit back and 
wabch an exhibition niatch 

Injoy aH the features of tennis -badkhand 
arid foreharxl shots, kst% drop^holi^ voHeys^a 
scoreboard ev«n baJl bqy^ are oii^ddL 

But good tennis stokes areni evcrythifift 
To win the AAatdi Point Open ChampiWKhip| 
ytxjil need ^li dnd Uctia 

Luckily Ihoi^. you won t have to rely on 
Ihe^^eatheff 



'Match Poinf h^ been 
developed by Psion, one of the UKi 
top software fxHises. 

YcHi"ll firnJ it aton^ide Sindair^ 
other nevft^ titte - Stop the E^qxe^ 
Bubble Buster. Zipper Flipper. Erk 
and the Floaters and Onller lante-- 
in the shofK^ today 

At £7S5, ift a fca! iMnneft 



Selected S indair software lines are available from 
WH Smrth computer stores, Urger l)ranctics o* 
Boots, John AAenzies. Greens and most other 
software ^ockRts nabonwide. 



Sindair fl«eardi Ltd, Camberk!y C027Q 685311. 







Worse Things 
Happen 
at Sea 

Producer: Stfverso^ 
Memory required: 48K 
Retail price: C5 J5 
Language: machine code 
Auttior: Mlndsey# 

H's hard to believe, tooking al 
this latest Silversoft gameK 
that worse things could pc^s- 
ibiy happen at $ea, but 
perhaps the author was refef- 
ring to H & fl's Titanic when he 
thought up the title, or perhaps 
ha was thinking about White 
Star's Tttanic - that wastrl a 
game I 

Here you are c^ied upon to 
safety take a cargo ship from 
poii \o pon A diagrann at the 
top of the screen f howa the 
pods and ^ur ship wrth a 
navigable distance that would 
take a few moments' freestyle 
to complete for the poore^st of 
swifnmers. Judging the difficul- 
ties )fOu are about to face from 
this innocent littie diagramma- 
tte representatkm would be 
foolish in the esctreme! 

You play the pari of a robot 
(it's an automated ship this 
ooe)p and one can cnty aup- 
poe« that the aulhorrties a!kw 
the ship to ieave port with its 
seaworthiness certrficate 

signed because it only carries 
a crew of one. and a robot to 
lKX3t. Boots, however, are of 
little use - throat length waders 
would be more appropriate, 
because this ship starts sink- 
ingthe 3ea:>nd it leaves port! 

The ship ocMisists of 11 
a^eas, six on the top deck and 
five below. Each area is sealed 
off from the ne^t by hatches. 
and hatches in the floor of ttie 
top deck access to lifts to take 
you down betow. The top 
dght-hand ar^ contains a 
materialisation machine, frorn 
whk:h your robot starts life, and 
next to it. a recharge chamber 
for fesioring the robots power 
which is drained by work The 
other rooms contain nefanous 
bits o1 equipment . but it i$ tf^ 
pipe and pumping handles Ittel 
are important A patch is also 
supplied in eadi area, but only 
six pump handtes for the 11 
pumps. 



The sad state of the ship can 
be immediately seen on the 
lower deck where numerous 
leaks are letting the sea gush 
in The rising tevel ol water is 
shown by the norma] !y white 
background turning black- The 
robot has several tasks which 
include opening and shutting 
hatches (green or red itghts 
show above the hatch on either 
side, indicating whether it is 
open or closed}, picking yp 
patches and placing them over 
leaks and then pumping out 
Hie water in the particular 
room. Of course, you can only 
cany one thing at a time. 
Hatches shoukJ be left closedn 
as this slows down the rate of 
flooding t»etween sedior^, 
ar>d indeed, it isn't possible to 
pump out a section rf all the 
doors are open, as the water 
flows in too fast for the pump to 
cope. 

The Bcreen display is very 
tiusy. About two-thirds is taken 
up with the depictiofi of a room, 
f^oving through a hatch remitts 
in the display scrolling across 



to be replaced by the next 
room entered. Atxive this is the 
score and hi-score (shown in 
£). a diagram of the 1 1 rooms 
with the one you are in flashing 
(also the effect of nsmg water), 
a yellow square which indi- 
cates what Object you are car- 
rying. a bar code shcwinp 
robot energy, a cx>ur$e irxJh 
cator (the robot has to keep the 
boat on course as wait!) and 
gauges for temperature, water 
tevel and cargo value. As ttte 
water nsas. so the cargo value 
sinks. 

Docking suo^s^lly al poft 
results in your cargo remaining 
being evaluated for points. 
Lives are tost by running out of 
power r afthough to help a rapid 
return to tt>e recharge chamber 
you can hyperspace, but this 
might take more er>efgy than ts 
left. Also, the robot snort cir- 
ourts if he's operating under 
weater. and this drains power 
f^er. Should the ship sink, 
you at feast have the saiisfac- 
lion of matching the event on 
the screen at the verytop^ 



e 
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• TTiis Is a super-original 
game from Silversoft. The 
graphfos and detail a/e very 
good and the gam© is very 
playable and addKlive. I really 
enjoyed H and I'm sure itm 
game will be a huge suoiess. 
It's pot>ably one of the nrost 
Oflgifial games of 34 so far. 
There are many f eaturdft in ttie 
game to make A varied ahimj^ 
to give it tasti ng appeal ^ excel* 
lefitr 

• / am amazed iftaf such a 
simph idea - using a trusty 
robot to piug hoies in a teaicy 
ata shtp ana ke^p it BftoBt - 
shouid pfOve to db m much 
fun to pfay^ The s/d^ ^^w of 
the ship is extremely plBSBing 
graphicaHy and weft da^M 
andoolour&d. I found that after 
comptQting a few succe^sfut 
crossingB th&t worse thinm 
began m happen af sea. Far 
mstancB ttie ship kept going 
off Gourse, th& Qngine ovBfhe- 
ared due to tack of oit, ar\d 
more hofes appeared in diftor-^ 
errf ptacBS Severe/ greitf 
tunes are ptayed. and tha 
sound during the game fe 
good. Sitver^oit have pro- 
ducBd an incrBdibty arfdto- 
tive, p/ayable and amactiva 
game.' 



• 'There are some games you 
come acrt^ that, based on a 
simple idea, are nevenheless 
completely compelling - this is 
one Worse Things i^appmt At 
Sea ts a nightiriare of activity. 
At ttfst ft a(l seems fnjitless. bb 



t 



I 
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though you Dan f\&vm keep Vh& 
ship aAoat. but as you a^ l>0t- 
ter il seems easier , Unfortu* 
natrty. me game has been 
pfo§fa mined (0 grow with yotif 
Qling engines and st@«fing 
whMte mB achted to the 
already Hercy^n lasks of 
pympng and patching. The 
g^p^ics are neally v^ good, 
crisp drawing and good colour- 
ing. A missive choice of keys 
Is offered end the keyboard is 
very responsive too Atl in all 
&n excel bnt, ohglnal game. 
Great instmcbons on ^reen 
too; 

COMMENTS 

Contrcrf keye: Q/W tett/right, 

E/R yp down, T - door/take, 

t - pymp/power Tliere are 

five other combinations 

offered induding cursors and 

SJndair 

Joyttlclt: Kempsion, Cursor 

type8.S(2 

K«yt»oftrd play: excelleni 

responses 

Use of colour: very good 

Graptiici: very gooo. plenty 

of detaH and nice touches 

Sound: great tuneSp very 

good throughout 

Skill levels: progressrve 

LIvm:3 

Screeni! 1 1 

OrlglriaJlty: vefy high based 
Oft concept and piavaWiity 
Gsfwral ratiF>g: addtctive, 
playable. gefieraJty excetlerrt. 



UMolcompyter 
Graphic* 

Playabillty 
Getting started 
Addictive qualities 
Originality 
Value for money 
Overall 



86% 
89% 
92% 
86% 
94% 
95% 
93% 
91% 



Antics 



Produ(^r: Bug-Byfe 
Menrory required: 4eK 
FWall price: E5,&5 
Language: machine code 
Author: Adrian Sherwln 

In the tiifift tionoured dnema 
tradtkxi of 'onoe youVe got a 
Nn on your hands - tirt it agwi\ 
Antics is The Birds and the 
Bms ft. It can t really be called 
Son ot Birds and the Bees, 
sif^oe the hero of Anttcs is Bar- 
nadee, who happens to be a 
cousin to Boris See, the hero of 
the previous game. (Some of 




these garnes recently are get- 
ting a cast list as complicated 
as a Shakespeare playl), 

T>ie scenark] states that 
Boris Bee (he of B&B fame) 
has been set upon t^ a vicbus 
gemg oi ants arid locked away 
•OTDewhere \^ithin tt^ir nest, to 
await a teiritrte fate (what, 
worse than death?) Fortu- 
nately for Boris, help is at hand 
in the shape of his cousin Bar- 
nabee. who is about to launch 
a daring rnission of rescue. 

The game takes ttie form of 
a large number of interlinked 
maim which represent tlie 
various layers of the ants nest, 
Bamabee starts off above 
grourkd by his hive and can fly 
to the right through four 
screens avwjlng tt^ bTue birds 
which kill on contact. In screen 
three and tour there are entr- 
ances 10 the ant complex 
below ground. The o*^eci is to 
discover the whereabouts of 
imprisor^ed Boris and rescue 
him Boris will follow Barnatiee 
it he is dose erKXighH but Boris 
it iveak, so you have to ty 
slowly on the way out back to 
the hive. 

The nest is infested with ants 
and beettes Contad with 
these creepies will sap Bar- 
nabee's strength (Bar coda 
a£K>ve) but \Hmng the flewew 
that also live Fn tt\e nest v^R 
restore strer>gth ttirough pol- 
len. Some flowers have the 
property of openir>g up waits in 
the mazes when they are v^is- 
ited. The wall opened may not 
be in the maze on screen at tt>e 
time. In some mazes the walls 
are weak and will collapse as 
Bamabee Louches them. 



There are also energy- sappirig 
thorns embedded in the waJis 
ofthemaies. 

Antics is played To the tune 
of 8adi's Tocata Fuge in D - a 
sort of ja22ed up version. Is 
that why J,S. Bach appears in 
the halls ol fame aJong with 
Mrs Mopp, AAAAAAA arxl Mr 
Spock? There s also Or. Jor^s 
Did Not Believe It in there too. 



CRITICISM 

• Don't prejuc^e this game 
because Jt's a follow up to The 
Birds and the Bees - it does 
have the same style graphfcs. 



ir^gly difflojlt to outrun afil 
keep you active enough. The 
sound is iu^ great with a well- 
known tune played continu- 
ously (like Mamc Mimr and Jm 
Set WfHyl This can be 
switctved off it it drives you 
mad. The keytxjard laytxxjt la 
just perfeci (in fact same as 
JSWj The bee flaps his wif>gs 
vefy realistically and <loes 
have forward momentum (you 
c^n t stop dead right away). 
CNBt^I a highly addictive 
game - I must jusi have or^ 
more go before switching 
off... 

• Thfe is a great game, Thefe 






but the elf is much bet- 

tef Also, ^^j.ng ihe game is 
totally ansade would be wrong; 
there are several elefrient^ of 
adventure and even strategy 
involved. The graphics are well 
drawn and cdourtul. Although 
not a great d^ is going on on 
the screen at onoe, don 1 worry 
- ants and beetles are surphs- 



iSot e lot more I can say. tt's 
got great gmphics, amtirtu- 
Qus tunes, it's pl&yable and 
addictivB and t think its eMc^t- 
lem/ 

• ^AiOk^ is a poished piec« of 
iOflMwe with nmny neat 
graphics toucties like \fm scrol- 
l^r^ Hall of Fame, the names 



M 
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CTRUM £5,95 




dft 




with 3 humble Spectipi, what Kina OT games can 
we expect for ttie OL^pMRuitft choice 

A graphic advefiture. ^ick your force to locate, 

Rhotogtaph. peretrate and eventiiafly destroy 
itlei^ aeeret gemi warlare establishment 

DRAGON/TANDV 3^K. COMMODORE 64K. 
MEMOTECH MTX 500/51$ £6,95 
ALSO FOR SPECTRUM £5.50, ELECTRON/ 
eeC B, ORIC/ATMQG £6.95 

<4i»til(f^wte easily get 
triendy- . . good value Iw money" aecTBOH ustft 
There's still plenty ot figtit left in the Confederate 
ScnAti as esdi side selects forces to do battle on a 
futi graphics battiefteid One or two piayers, 




w'^mfmmmt^^mt^m 



SPECTRUM £5 95 

For use with the Master CONFRONTATlOk program, 
this add-or> pack gives you tour scenarios spt icr 

^OtliCeiUury Con8id£;A^hanist2n» Angola, 
inai and Kent following the Gerrnan invasion in 
*0. 



Pl6r'Wl^ 




siom; 



ni/*-*--* 



V .. 






ATMOS/OAlC 48K EeJS 

Attacked by tjats, t>asties awl 
everything that moves, intrepid 
ejqjlorer Hugo First ftghts his 
way through the spooky 
niansion coHecting weapons, 
wakens Oiacula and condemns 
him to atiery heti. Great effects 
arrd sountt goorf machlne^XKie 
graphics. 10 levels 3 Lives. 
7scT0«ls, 



^ 



,«-^' 



ATMOS/ORtC 48K £6.9$ 

Munsters in the mineworkjngs 
try to stop you taking your goW ^j 
to the'Bank Clear the screen 
and they re-emerge with new 
recfijits (up to QQtjagjjt he 
game speeds ujPWWK: Grc 
sound arKJ g!fapNc& 



fames (s^ (Bief islts). Coflad 3 toypm OKt rek^r r , ru 1 1!^ lof a itt^ Ui trioiwi g<ime '(ikm\i <t«|ij 

S«« pac^ (^ dnaili. Qfl^-ipplbis 10 UK arKl Eir^^iiiv. D(^^ 



SPECTRUM £5.95 




Canymii?ghTofti 
to reach the stjOterranaan 
diingoMTS of Dr^cula's tiastle, 
wtiere you release the'vUtegers 
are} Dracula, who must be 
lured to hts coffrn lof the final 
chill? 3 screens. 



SPECTRUM £5,95 

You are commanding a > ... .. 
iMdtype spacecraft onflBBT^ 
flight when you are attacked by ^ 
^n Alien force. Dare you test 
your HyperlDlast and plunge into | 
Hyperspace? Fast actron. 100% v 
machine-code. 1 5 screens. | 
Keyboard mafweuveratMlity, 





iSialnjdHIir 
I jlfeMlWufittslfcril 



; ^ zxeitei(-: 

COMMODOnE^ 

J,' ■ <rf . . -. 

i/OWC48K 










DRAGON/TANDY 32IU 
MEMOTECH MTK 500/512 
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^ ' more acfon for your mone] 
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scfotlif^g up while disppeanng 
behind the horizontatly scrol- 
\m game details Simple keys 
I left, right and (tap wjngs) make 
contfoT something that you 
don I have to think about, 
^Fthdugh any pystick will work, 
the keyboard is better What 
makes Anttcs a r>on-standard 
ma^e game is the adventure 
etemifit whereby visrttng cer- 
tain of the Ikwers atiow^ exits 
in the maz© which weren t 
there bofore to open up At first 
1 thought Antics was a charm- 
ing Jooking ganne with not 
much going for it, but a Few 
minutes playing soon cures 
you of that. Controlling Bm- 
nab^ 1$ e difficuft task as he 
has a high inertia - guiding him 
through nanow openings m a 
vertical wall can be very frus- 
trating when stamina is njn- 
ning out This is a game thai 
needs a m^ drawn 1 Very 
ptepble and surprisingly 
addictive. 

COMMENTS 

Control keys: Q'W and 
aiamates cxi r^t of row - 
liRfright. 

bottOfFi row flap wings. 
S = sound on . A sound off. 
Joystick: any 
Keytioard priay : with three 
keys, verv easy: keys are 
responsive but Jt takes getting 
used 10 the momenturn factor 
Use or colour: excellent 
Griphics: excellent - smooth, 
detailed, ?asi and dear 
Sountl:excelient- 
ooniinuous tune which 
manages to continue while a 
death rattle sounds if you lose 
youf life* 

General rating: original, 
playable and addictive - 
eKceltent value and highty 
racocn mended. 

Use of com puter B9% 

Graphics 90% 

PJayability 92% 

Getting started 87% 

Addictive q ua I ities 92% 

Originality 87% 

Vitue for money 90% 

Overall 90% 




Smlfty glvei up compulin for gardinlniB - but is II B wise df citlon? 



Revenge of 
the Killer 
Tomatoes 

Producer: Visions 
Memofv required: 4SK 
Retail price: £6,95 
Language: machine code 
Author: Kevin Bezant 

Visi^ons desonbe this game as 
a Video Nasty" ~ a game which 
give$ a virhoie r>ew meanmg to 
the phrase, meal and two veg. 
The n>0at in this case is Vis- 
ions dashing young hero 
Smiffy, who appeared in the 
computer complex of F 9 9^ He 
is now enjoying a much quieter 
occupation - cultivaiing the 
soil Bui in this garden ihe fows 
of cabbages move all over lt>e 
place and it is infasted with kil- 
ler tomatoes (make sure they 
dont k etch-up with you}, 
psycho swedes (no 

jtonophobta intended} and 
manic mushrooms (no retef- 
enc© to any other game 
i^ended). Scoring is done by 
awarding points for every 
weed pulled, completing a 
day's work and points are 
docked for treading on the 
cabbages 

The screen display is veiy 
uncluttered with no score lines 
or other info visible - this gives 
a large pEaying area, which 



tekes the form of si^ ro^^ of 
large cabbages by four rows 
across. Alternate lines move in 
opposing directions Weeds, 
blue in colour, appea^? at ran- 
dom points and times, also 
moving along wNh the cu- 
bages The killef veg rr>oves 
inoepdendenlly. but "bounces 
ort the cabbages Between 
attack waves the display 
intorms you of what to expect 
nexi. 

Game i:nstn>ctions and 
objectives are well displayed 
on several sheets which can 
be called up Irom the menu. 

CRITICISM 

• This is a good game featur- 
ing some v&fy high-quality 
graphics very smooth The 
game is tx>lh original and play- 
aWe (a rare feature lately) I 
enjoyed it. especially as i1 had 
a fairly high degree o1 addictiv- 
ity." 

• If gardmerstpfogtafTtmers 
imagine that ^matoes, mu^- 
rooms and swedes wifl turn 
savag& one day then ihefe's 
no hopB tor any of usf A flighty 
original idea. fhBre's nof much 
that can be said about this 
game, just that all the gfaphics 
are large, dmaifed. cofourful 
and thBY fnove about the 
screen snmothly, After a while 
i hund the game decame tir- 
jng due to the way that the 
cabbages move about the 
screen with the other v&g 



manoeuvfing around them. 
You rnayfind Killer Jom%has a 
fasting appeaf, but f tfiought 
that the novelty of the veg 
muttipfying every so Oflerr not 
only daunting but bonng An 
oriQinai vtdeo nasty that won't 
grow on you!' 

m "The hero, Smiffy, is 
instantly kientillable as tf^ 
hero of Visions' J 994 game, 
and it Fooks as though tfve 
same movement routine fias 
been useNJ. Whai worked m 
that game, works less wdl 
here, as Smitfy seems 10 gal- 
lop rather than potter {or what- 
ever it is you do in gardens). 
The i^a is original and well 
implemented with eKceJfent 
graphics and good jnstn>c- 
tions. tKJl ortce into the rhythm, 
it becomes qude easy to stay 
alive and score points Tt>e 
tomatoes are the least intelJFg- 
ent kiHers, with the mushrooms 
being positively aggressive 
chasers. In later attach waves 
you get increasing numbers Of 
killers and mixed veg varieiies. 
Quite addidive. but perhaps 
the appeal won't last all too 
long/ 

COMMENTS 

Control keys: user-definabte 

- requires four directional keys 

Joy si ic k : Almost a ny via 

U0K.p1usZXiaJidZX2 

i^ntertaces 

Keytioard play: self -selected. 

very responsive 

CRASH July 1984 11 




mii«^ 



Uwof eolowr: clear, biA 

limKed. nicely us^d in 

instructions 

Graphics: vary^xxJ, smooth 

and detailed 

Sound: average 

SktIHevels: tO 

Ltv«^:5 

Originality: nothing else like Jl 

on the market 

Gei^eral rattrig : with a rang© 

of skill levels and reasonable 

addictiveness. good value 



Uae of computer 


81% 


Graphtc^ 


78% 


Playability 


77% 


Getting started 


75% 


Addictive qualities 


70% 


Value for money 


65*=, 


Overall 


74% 



if any bubble should hit you. 
Points are only scored for hit- 
ting the small bubbles and 
bursting them 

The first three stages have 
increasing numbers of bub- 
b4e$ The fourth Is a bonus 
point stage where the bub&tes 
don't harm you arvd you must 
score as much as you can in a 
limited time period Atief this 
everything repeats at a greater 
pace. 

CRITICISM 

• Bubble Buster is another 
relatively original game pro- 
vided by Hudson Soft for Sinc- 
lair It s a shoot em up but ihe 
aliens ar^& of a differenl breed 
In fad, if you saw the recent 
renin of The Prisorver on TV. 
you may know what they are - 



Kilixiin bubbltt in i gamt ol wfial i^t up nntit tui aty a^uaih yay flit wi^ii 
H ttfnat ilom. 



Bubble 
Buster 



Producer: Sinclair 
Memory required: 48K 
Retail price: C5.95 
Language machine code 
Author: Hudson Soft 

Bubbh Buster is pretty simple 
to descrit)e You are a small 
man a1 the t}ot1om of the 
screen and you can move left 
or right, firing missiles 
upwards. A iarge yellow 
bubble comes sailing m from 
trie top left and trounces about 
aii over the place The Object is 
to hit i1. when it wili sptit into two 
smaller bubbles. Hitting one 
ol these wtH cause it to s^ into 
three tiny bubbles, and each of 
ttiese h rt will bu r si You re dead 
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bubbles. The graphics, though 
simpfe (i.e. round things) are 
@Ktremdy well animated tlie 
tiubbles move just [ike the real 
thing with gravity involved to 
make ihem bounce aboul all 
over the screen I found this to 
be a very original shoot em up 
type of game it had a fair bit of 
addi^ctivity but did lend to 
become a litlle repetitive 
Perhaps a little variation would 
have improved the situation " 

• Why Sfndair st70utd have 
put out a game as simple a$ 
this one makes me wonder 
whethm they ever design&d 
computers in the first p/ace, 
Shootir^g batts with what kmks 
tike an arrow tiad to a pi^ce of 
green gardening stmg is not 
i/^iy thrilhng. This gaitJe does 
ha)/B an afement of 
Asi&roids' when batk^ms 
spM - but not very etfectfvo 
Both cQfour and sound are 



wBBk and couid be improved | COMMENTS 
upon. The keys ere responsive 
but not well positioned. Over- 
ait, a fasi compteteiy umnter- 
esting game. ' 




9 Bubble Buster is a very 
simple idea, which turns into a 
pretly fast game the furl her you 
go. Howevef, the initial tun 
wears off vety fast too. as 
there s little more to it than 
shootir^ tiaHoons and dodging 
Ihem I'm not saying this is an 
easy task. t>ut seme of the ditfi- 
culty involved is a bit unfair 
"You" are just fat enough a 
character to get hit by the bal- 
loons too easily, so tnere s t^ 
fine adiustmeni possible, 
wtiich lowers the skiH factor 
And that together with the 
extreme simplicity of the game 
means it isn't very tfihlling to 
play for more than aboul ten 
minutes The graptiics are 
reasonable, with good boLrr>C' 
ing effects, but "you' are a bit 
primitive looking. ar>d couldn't 
a bit more tun have been 
added with some more col- 
ours? Not reaKy worth il 



Contro* keys: A/D or J/L 

ieh fight. GAPS SPACE = fire 

Joystick: ZX 2 

Keyboard play: responsive, 

by I slightly irntaiing with (he 

lefl right key 

Use of colour: poor 

Graphics: large, fast not 

detailed 

Sound: fair 

Skit I levels: progressive 

difficulty and spmds 

Lives: 3 

Originality: not totally cnginaJ 

as concept seems to oe based 

on several dihars like 

Asterods, Galaxlans arid 

Breakout 

General rating: fair. 



Use of computer 


70% 


GrapHics 


61% 


Playabirity 


53% 


Getting started 


66% 


Addictive qualities 


45% 


Originality 


45% 


Value for money 


58% 


Overall 


57% 



Casey Jones 



Producar: Blaby 
Computer Games 

Menrfcory required 4fiK 
Retail price: £5.50 
Language: machine dode 
Author: Gary Capewell 




Blaby packaging has always 
been quite novel and with 
Casey Jones the company has 
gone on to the larger plaslFC 
cassette case with a cover 
insert whteh shows a lovely 
phoiograoh of an old American 
Looo belch^rvg smoke as it 
lushes along the track. There 
was a critic wti^^ worcte 
appeared in this magazine 
who said once thtal he couldn t 
understand why software 
houses afways insisted in edu- 
cational games of iltustrating 
the word TRAIN with a picture 
Of a steam locomotive when 
they disappeared Irom our 
railways alriKasI two decades 
ago We1(. m Casey Jones ttie 
anachronisrn is obviousiy Quite 
intended As it says on the 
cassette Wurb, Here's your 
onEy charKe to p^lot a steam 
engine. Not only does this train 
fly but also has an unlimited 
supply of megatron missiles/ 

Wouldn t John Wayne have 
loved it! 

The anachronism goes even 
further of course, tor Casey 



Jones is realty a Moon Buggy 
type game where you must 
feap the craters arxJ obstacles, 
shoot away ttxjse to^ big to 
leap, and contend with mur- 
derous aliens hovering above 
you Ttie 12.15 from Bour- 
nemouth IS delayed due to hos- 
tile alien activity 

The screen presents you 
with a graphic representatran 
of the steam kxx> on the cover 
which iravefs left to right 
against a scroll kng tiackgrcHjnd 
of rails, fences, telegraph 
potes and mountains The 
aliens drop bombs which will 
destroy the engine if its hit, 
and which ieave fires burning 
in the ground - these also des- 
troy the engine Getting 
through ail the attack waves 
and reaching ih© station will 
taunch you on to the track 
again with a tender behind the 
er>gine, making a tiigger target. 

The aliens in ihis game are 
unusual. The first wave con-^ 
sists ol barmy burgers - a 
reference to Blaby s game ol 
the same name: from then on 
there are vanous in^ joke 
references with aiions ranging 
from Eugene s toilet, Horace to 
camels Access cards and 
Daleks. Eighteen attack waves 
in all. 




Hi I Iflfif wty ^ 1lk« tUlfon an Um iJiiy Cbtlinooii CNia Uioo. 



GRmClSM 

• This IS a "Moon Buc 
type game but wifli a irain 
{me Qf sound and graphics is 
good. Generaify evefything is 
good except for pEayability , rha 
train m an easy targat and ils 
lumping musl l)e ciMely timed 
The game seefned loo hard lo 
be ^Jii - if was more ot a task. 
Even so. it is reasonat^ odcNc- 
t(ve Bs It s always nice to see 
whai iha nexi attacfc wave* is 
ardsoon. 

• Th& game ts quite ditticuli 
until you ger the hang of dodg- 
*Tg bombs Voof tr&tn fhes very 
w&fK snd for the first Ume ^ith 
this type of getme you can 
move the train left and hght 
(wett^ bBCkwardsftOf wards) tn 
mtd-a^r - very useM To each 
wavB there ts a different alien, 
Reachtng the station is quite 
a t&sk - and then you piay the 
game agatn t>ut with a tender 
attached, and this ts moch 
rmre ditficutt The graphics 
arB detailed and varied, and 
cotoufts w^H used The sound 
fs fair and coutd have t)een 
much better This is an onginat 
graphic presentation or the 
star^dard Moon Buggy" con- 
cept' 

• Cmey Jones m fun and 
hard ai liie same t>me The 
gr^ics are tun because they 
^e original and large and ihey 
aM move quite well The train 
does present a fattier large 
target for the alien bombs 
which adds to the game's ditfi- 
cutty. on the other hand the 



pfogfammef has made it the 
most controllable vehide of its 
type. Yoi# can take neat little 
hops or gigantic run at em 
leaps. With so many attack 
waves there i$ pter>ty to do, but 
perhaps there could have been 
more levels of play. All in all, 
fun and addictive in play ' 

COMMENTS 

Control keys: Z0( left right. L 
to jump and ENTER to fire 
Joystick: Kem^pston 
Keyboard play' good 
positions and very responsive 
Use of colour: very good 
Graphics^ large, detailed, 
quite fast and smooth 
Sound: mixed feelings from 
very good to average - it is 
quite powerful though 
Skill levels: progressive 



difficulty 




Lives: 3 




Screens: 18 




Originality : game type is 


quFfe common nov, but 




presentation is htgNy Ofiginal. 


a fact whFChi is relied 


n the 


t^Ung betow 




G«ii«ral nrting: an above 


afw»g« to good game with 


Dew features and quite 




addictive to plaiy 




Use of computer 


70% 


Graphics 


74% 


PlsyabJIity 


6?% 


Getting started 


71% 


Addictive qualities 


64% 


Originality 


m% 


Value for money 


69% 


vera J I 


68% 



Turtle 
Timewarp 

Producer: Perfection 

Software 

Memory required: 48 K 

Retail price: E5.95 

Language: machine code 

Autnor: Tim Williams 

Perfection enief ed the games 
software business wWh a flour- 
ish and rheir game Odyssey r , 
which won a programming 



prtee. Turtte Timewarp is their 
fourth progiam, «ei in a watta 
tisrypled by tiermonyclear 
destruction The last 

humanoids have gone leayir>g 
behind turttes which have not 
sjyffered mutation like all other 
Cfeatures because ot some 
uf^Stated alien intarventiCMi As 
th« biggest and strorigest turlfe 
you must go around collecting 
smalter tuntes and carry them 
off lo the dubious safety of 
t>Du^$ left t>ehirKJ by humans. 
Uslr^ 1h© timewarp gat© pro^ 
video by the aliens, you must 
go from land to land COlieCting 
all the turtles. 



In this doom-lad»n Day 
Atlef world, all the mutated 
creatures fancy a bity of turtle 
and your only hope is to drop a 
stun bomb in a mutation s path. 
This leaves it safe to cross o'mi 
it for a short period, but there'e 
only one stun txxnb allowed on 
*5creen at any one time Extra 
bombs may be obtained from 
the lair which appears ai the 
oentr© ot the screen from lime 
to time. 

Tha screen takes the form of 
a simple maze wttti several 
dead ends. Tucked into the 
dead ends are large s^ed 
question marks, eight in all At 
first you are chased by two 
mutations, but th$ question 
marks n^y be smalt turtles or 
they may be more mutations 
which will give cKhase after two 
seconds it it s a lufile it will 
cifmb on youf back and a 
humanoid house will appear 
somewhere on Hie screen. 
You must deposit the small tur- 
lie safely and then go for 
another When five have been 
rescued Vtm timewarp gal^ 
will appear in the centre of the 
screen and yoit may move to 
anothef land wliere there will 
be rT>ore mutated creetuires to 
chase you - of course! The 
maze forms are dittereni on *f - 
fprent screens 

CRITICISM 

• Yet another origrnal game 
wrth a great klea. The screen 
tayout is quite good aHtK>ugh 
the graphics range from (air to 
good Cdour could be belter 
used Teams of mutations tend 
to gang up on you giving no 
chance to get away - this does 
tend to make a fairly simple 
game into one much more dif - 
ficutt. The timewarp gates 
rotate very well The sound is 
fair during ptay but there is a 
great, wellhnown tune, while 
tt>e compulef waits for a key 
QuHe a good game fi^om Per- 
fection - again, this one lacks 
something on the content skie, 
but this improves after about 
1 m I n u les ot continuous play. ' 

• 'I must sayj found the turtle 
a lirtle h&rd to controt became 
this is one of those games 
where your 'man" moves 
unaer his own steam, chang- 
mg dtrectfon wdh a keyprms^ 
Stiih you get the h&r^g ot that 
quite quickty. A (oystick cer- 
tamly helps, as things move 
very quickly once tmre are 
severaf mutations after their 
dtnner, and in tfi« respect the 
game is \/ery good as it has 
user-definabte keys to suit 
most pysticks Th^ graphics 
are a bit \^anable wfth a some- 
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^it^ 




DpM i» lei ^ Of liki Ihe mDft«v >^ "i"^ Tuflti Tlfntvwp . 



what simple tookfog turlSe that 
isn't animatBd. Bvt he does 
CUft up nicBly - or withdraw 
Into his shBtt, shoutd I say. and 
th& mmations am ^ery Btf&c- 
live. Quite addictive. ' 

• Turtfe Timewarp ^Its for a 
fair arrx^unt of skill in getling 
$8f@ly round thi^ hazardoys 
series o1 mazes, espi^ally as 
the chasefs are quit© inte)[ig- 
©fit. The Idea of nevef hf>ow(F>g 
whether ymi are about (o catch 
a hiftle or a nasty cold do^ 
keep yoii on your toes. I liked 
the game and found it addidive 
t>ecause it does get very hard 
as yoy progress ' 

COMMENTS 

Control keys; user definable. 

four needed ior direction and 

one to drop bombs 

Joystick; almosl any type via 

UDK 

Keyt>0ard play: responsive 



Use of ootour* although 

generally good perhaps it 

coujd have been more vaned^ 

Qraphbs: quite detailed. 

maeonat^le in movement 

SOMQd: only useful beeps 

during ptay, bul good tune 

Skill Fevelfl: pf ogresive 

difficulty 

Lives: 3 

Screens: 10 

Originality: a rKivel type of 

creepie t>ased on the maze 

lofmat 

Gef>ersr rating: above 

average to good with 

addidivenesSv 



Use of computer 83% 

Graphics 70% 

Playability 72% 

Getting started 73% 

Addictive qualities 70% 

Originality 6B% 

Vol ue tor moriey 69% 

Overall 72% 



Froot Loop 

Producier: NTD Software 
Memory required: 48K 
Retail price; £3.00 
Language: machine code 

Froot Loops a pretty simple 
game to descfit>e You are a 
small black face on the ouf ^ide 
of a series of variously shaped 
rooms wrth sir^gle enlrances ro 
them inside the rooms there 
are green apples which you 
must go round eating. In some 
rooms there are pale bJue 
EK|uares which kill you off if you 
should run inio one Now and 
then the apples go rotten and 
pick i no one up will also kilt you 
off. However, when this 
unseafionM>te occurrefKse 

14 CRASH July 1984 




takes place, darik btue 
tjananas appear in soma 
rooms, and eating on© ol Ihese 
will uriacoountaWy restore the 
rotten apples to whdesome- 
ness once more. 

To make tife more difficutl, 
there are guards patrolling the 
outs(de of the rooms Should 
one get too close you can hrl 
the panic bunon which wiN 
freeze the guards for a 



moment. On some screens^ 
tfie appl^ are entombed 
Within rooms lackir>g doors. 
You a/e a!so provrded with a 
blaster to shod oui the walls 
Both blaster and panic button 
eat heavily ^nfo your time limit, 
and aJI the apples must be 
eaten before this is up m order 
to progress to the nexi, more 
difficult screen. 

CRITICISM 

• 1 oouldn 1 see any point in 
playing this game wti a I soever 
What s &o lantaslic about eat- 
ing apples ar>d bananas, whtz- 
ling round the block a1 super 
speed? The graphics are small 
and inBigniticanj, movedby the 
block, although quite detaiied 
and fast moving. The brick 
walls are quite well drawn but 
the guards look more l^ke jugs 1 
The keytioard iayouL is goodp 
being very responsive - 
perhaps over- responsive But 
its a poorHquality garne with an 
unknown py stick option." 



ai least he is with a joystii* 
(programmable, because Ihe 
joystick option stated on Itw 
inlay doesn t actuaity say what 
pfOlocd it's for). Amusing lore 
while, but the primitive looking 
graphics and the lack of any- 
Uiing worth while to do makes it 
unaddictive. 



COMMENTS 

Control keys: Q/A up/down, 

OfP lett/righi. BREAK ^ Waster, 

1 = panic 

Joystick: unstated 

Keyboard play: belter Ihan 

with joystick, as keys well )aid 

Out and responsive 

Use of colour: average 

Graphics: bkxA, smalt fast 

moving 

Sound: average 

Skill levels: 6 

Uv««]5 

Sereent: 10 

Ortglnallty: well Iher e s not 

rmicA akM Mto H, but coHactiM 

ttems and dodging guefdi isnl 



a S ^ 

y g B M 






[ jX^f l 



guirdi, rotttn ipples arrd blut bam nit Id drive you nutt tn Ffool 



• .'TherB (S a sort Ot martfc 
quSfty to Froot Loop which 
might appBai to some, but it 
didnt to me. The scrolmg up of 
tfie scrmns at the end when 
you have cleared one is nicety 
done But as to the game n$etf, 
i wouldn't r^comrnend ft. as 
therB i$ so httiB tQ it. Yes, on th^ 
higher skill tei/ete it ts t&st, but 
insanely fast, pointlessty fast. 
When wilt software houses 
wake up to the fact that sheer 
speed fn a game lAn't what 
makes them dffticuft 

• For about half an hour I 
think f roof Loop might appeal 
as a somehwat mindless pur- 
suit, but It s appeal is bound to 
be limited because there isnt 
much to do, and in the end too 
many lives get lost not through 
lack of skill but because the 
man is too hard to control well - 



ali that original 
General rating: below 
average, but t)etter value for 
money due to price. 



Use Df computer 


60% 


Graphics 


51% 


Playability 


48% 


Getting started 


fW% 


Addictive qualities 


3fl% 


Originaltty 


44% 


Value for money 


58% 


Overall & 


50% 
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How three dimensional is the 3D game? Software 
houses have been sticldng the prefix 3D on com- 
puter games for some time now> It's supposed to 
help them sell better But does 3D work, and are 
all the games lat>elled as 3D really 3D? CRASH 
makes an attempt to put things into perspec- 
tive . . * 

3D OR NOT? 

At a small gatherir>g of the computer press held by 
Hewson Consultants in mid-May, programmer 
Sieve Turner presented a short lecture on 3D in 
computer games. Steve is known for his trilogy of 3D 
games produced by Hewsons arourtd the Selddab 
theme. Both Steve Turner and Hewsons are con- 
cerned about the definition of 3D, and feel that the 
press should attempt a definition of it. At the gatherir^ 
Steve put fonward his own definition! 



f 



* i 



The ptayBf shoufd. for th0 
maprity of the playing time, 

Ewr K> be imfnersed in a 
wfc ptaymg ama. Tham 
a nOfmaHy be some 
tf^imMimBiion to true pers^ 
p«ctfv# unless oth&f ^affia&nt 
strong d-^Hm^nskmaf cues are 
prBSBnL 



This dBfinftion attows fwo 
main types ot game to be c/as- 
slfied as '3D'\ in the fimt type 
the playBf is represented by a 
figum on tfia screen but his 
vmw is from a fixed position 
above and outsid^ the playing 
ar0a. 3D effect are generated 
by stong visual cubs ir\ the 
shapes and shadir^g ot the 
ptaying area. In the sea^d 



type thB ptayer is nor rep- 
resented on screen but ins- 
tead has an eyabair or 
'cockpit' view of tfre piayir>g 
area. He can manoeuvre 
within U7e arena and 3D 
effects are generated by 
perspectiva and paraiiaM 
using a vanishing point ' 



* 
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LOOKING BACK 



3D arrived m home computer 
games before the Spectfufn. 
Malcolm Evans (Ntew Gener- 
atian) had written hts MonF:ref 
Chase (we mJSlead^r^ly 
implied his game Escape for 
Ihe Spectrum was h(s second 
when It was aclually Monster 
Chase} for the 2X0 1 a classic 
example When I he Specify m 
arrived on the scene Ihere 
were a few rapid conversions 
of 3D gannes to take advantage 
of the better graphics and col 
our The prefix 3D was 
immediately recognised as a 
selling point' and was often 
©mptoyed quite untruthfully. A 
nol uncommon t nek was to add 
shading to the edges ot. say. a 
nrmze and call the result 3D 
even though the game adually 
played like any other 2D game. 

Bui before games car\ lib 
defined as 30 or not. it's impof 
tan! to estabfjsh exadty whal 
3D IS 

From \fm earliest of times 
mankind has b^^ dnv^n to 
represent the real wodd he 
sees about himsdf as an 
image on a flat surface. The 
caveman painted on cave 
walls. Leonardo da Vinci had 
h$s canvas and George Lucas 
uses the cinema screen. Whal 
is common to alf three is that 
they must conven the Ihree 
dimensional inspiralion to rep- 
resent it on a two dimensional 
area and then convince the 
onlooher that what He is seeing 
IS real 



MAKING REAL 
WHAT IS NOT 



Humans have two eyes, set 
sliqhlly apart. Each eye pro- 
vides the brain with an inn age, 
but these images are offset 
from each other by a tiny 
amount You can achieve 




rm 

fe^t 

ie brain 

distance' 

It is this 

we 



tnangularion (a^ttiodof Judg* 
ir>g \hE distarK;^ to an object) 
as long as thereVar© two tr|j 
gulation points. The 
hwo such points, a 
of Ihe oftsel imaq 
IS able to caicut 
and therefore depi 
sefiise of depth whi 
C^e In the worid 
I hat has driven artistic 
ate it in paintings \ 

Dunng the refill 
period (starting abj^i 
1 290) artists began to iJxl 
the concept of perspecl 
within another centuiy 
worked out the mathi 
required to reduce the 
world to a flat canvas in siJcVi a 
.way liiat afT onlooker. bould 
be1iqi4|fe'%as really sebih^ a 
^jM^iSEon e^ depjh^ in^ pic- 
tiike None bl tH|^^ devices 
has changed Over flei nterv 
}ng years, ar>d Joday s 
lor programmefis 
tt>em if they wn 
three dimensional 

Perspective is the most 
important, but there are dther 
visual cues which lell ttie brain 
that an object has depth The 
classic form of perspective is 
usually referred to as Vanish- 
ing Point Perspective. Put 
Simply. I his says all parallel 
lines converge a1 a point on the 
hon^on (see figure 1) From 
this simple concept, all other 
forms of visual cue emerge. 

It doesn t take much irrvagi- 
nation to take Ihis concept a 
st^e further and state that an 
obied nearer to the oljserver 
will be larger than a similar one 
which IS further away: nor that 
an object which is not moving 
actually straight at the 
observer will appear io take a 
diagonal path across the 
observers field Of view From 
these three basic ideas, most 
computei' games denve their 



three dimensior^ality 

There IS a second fornn^ 

ciers(>eciive^ usu^lty^efd^ed to 

jas^ ProjecJton or Isometric 

s^c^ve. It IS used a lot in 

inical" drawings (see figure 

?The objects depic1|gikFe 

from above and Wone 

InsteafJ of alio wi rig lines 

iilar if ngth to diminist;i m 

I aimdy>nove away f r^n 

[^server fm accordance 

*jJ^anishing Pv^ni PerspGC- 

1ly3n>wy are made to remain 

iddfAtKfdl. Games hke 3D Ant 

,or the das&c arcade 

tBvxon are 8Kl^mples ^^^ 

soft of per^^cjuMl 

Isometric perspecti^^ft^h be 









With fitlle el 
as 



^'olhef 
pfov jed 

ne brain 
t c<^ms 
^ffe^i a 
ect Look at figure 3 
see IS a tito 
ed shdipe) 
liaVng 





seeing 
cube. 
Another 



al cube. 

some shading 

in added, and now 

m doyt>T fou me 

a Ihree dmnensional 



visual cue which 



helps isometric perspective to 
worl* IS what wa might call Hid- 
den Vtews Figure 5 depicts 
two Cirdes, one broken by run- 
ning into the other Because 



the unbrqK'dn one is bigger, we 
have n<y'ditticulry m acceptLng 
ihat 1h0 two circles are identi- 
cal in size )Sut that One is smal- 
ler because it is farther away 
from iis^/and we know there- 
fore that It IS really disappear- 
itly behind the nearer 
hnicalty this is absurd 
orks anyway because 
is used to interpreting 
, I Information f rm the seen 
fop^a in this way in summing 
ip rsfemetric perspective, we 
cait^V il 15 less visually effec- 
tive thaRvanishing point pers- 
pective. obican still work per- 
fectty well rf^ditronal visual 
cues are provifted for ihe brain. 
])So we hm/^B sense of depth 
(^ated by pdbpectives which 
.^corporate q^stance ar>d size 
related 10 distance Objects 
nearer to i^ are bigger and 
they edlM obiecte farther 
away Ihaf appear smaller 
L^ghtjfl^hade create an illu- 
lidity and when these 
are alt combined 
cing 3D fesuHS Bui 
Jjj^lfs are three other import 
^lemen^o' consider 

«thidr ai mo^t»tg»^ ive 
^oht 1$ rel^Mmiuch a 
; tti4i^sj0^R!^as appear 
resuh the 
to accept that a 
or dimmer object is 
way than a tDnghter or 
more strongly defin^ Of^ 
Ttie arcade garne Battt&zQn& 
uses Ihis principle and Steve 
Turner uses tt in 3D LunBUsck . 
where dtstanl (hghtai'S hiaves^\ 
tess tt pixefe m thw graptws 
than those nearer to the 
player The second element is 
parallax movement. When you 
sil in a car or train, Ihe land- 
scape closest to you flashes by 
far faster Ihan the landscape in 
the distance If you look at fig- 
ure 6 you can instantly see that 
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(he lengths of lines A and B a/e 
ditlereni. A betng much lof^ger. 
atthCKigh in realrtv ihey would 
be the same because I he van- 
ishing perspective lines are 
supposed to be parallel It fol- 
lows that obfects mi^t move 
(aster the nearer lo the 
observer they are to cover the 
same distance The Ihird ele- 
ment IS focus, something 
which is a modem concept of 
distance, one brought home by 
the adveni of the camera The 
eye, of course, can focus 
across an enomrous range of 
distance the camera cannot 
Today we afe &o used to 
seeing phoiographed images 
incorporating a depth of field 
whifcir hm mm and disfafU 



ob^ts OLTi of focu&. that we 
have come to accept this as 
another visual cue it is this 
device which we have played 
on to produce this month s 
cover ol CRASH The painting 
was done m several layers and 
cul out before being photo- 
graphed, as you can see m tig- 
yre 7; 



PUTTING IT 
ALL TOGETHEfl 



The problem confronting the 
compuier programmer is what 
soft ol perspective lo choose, 
and wherfc having done that, 
how IG ifnplemenhtin^he p^og- 
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ram Vanishing Pc^ni Perspec- 
tive is an obvious cboic© 
because il is the one 1f^ eye 
accepis instant I y Bui there are 
serious problems 

For a slart oM. Ihi^s wH 
require objects to zoom oui of 
the screen at the player, which 
m&ans Ihai &ach object musl 
be defined many times over, 
i.e as small and distant, big 
and close, and as many stages 
as possible tn between Obvi- 
ousl^y (he more antmairon 
stages empbyed. the more 
realisiically 3D the graphic will 
appear Classic examples of 
this ^re Zfoom (Imaging) and. 
belter still. Deathchas^ (Mic- 
romega) Eveo 4aK of RAM 
becomes insufficiefil if a lot of 
characters must be stored for 
each obied as -i grows bigger, 
and ^^cialiy so \\ thera ara lo 
be a lot of different objects lo 
be moved Compromises musl- 
be decided upon to get as 
mu<* (nformaiK)n m to handle 
Ihe graphics while leavifig 
efKHign space lor the game 
commands and handling 

WMh l&ometnc Pefspeclive 
the programmet s life is muc*» 
easier because the scenery 
or^y has to be defined once as 
It doesn't char>ge shape physi- 
calty dunng the game Look at 
Ant Ana(;k (QuicksilvaJ and 
you II see this eMadly. The city 
is a large graphic over which 
the scfeen scrolls, so the only 
problem is the scrolling, the 
blocks ol the city don t have <o 
be redefined with every 
movertienl Obviousfy this 
talces up much les:^ program 
space Ihan vanishing Po^ni 
Perspective or aph I c^ Thedis- 
advaniage. however, is that 
the game can only be played 
from one height as if is only 
from a stnctly fixed vantage 
point that the tsometnc pefs- 
pective will work With Vanish- 
ing Point Perspedive the 
player can aJler height convinc- 
ingly, and even move From side 
to Side (like Pot^ PosiUon type 
garner J. 

When all this fias been 
sorted Qui, aiKi the program- 
mer has decided how many of 
Ihe other sophisticating ele- 
ments he can add lo the game 
to ircrease the 3D effect, you 
can begin to see thai Steve 
Turners definition of a 3D 
ganw is pretty spd on 




AMAZING, STAGGERING. 
UNBELIEVABLE. 
- all words thai have been 
used to descritie home compu- 
ter game graphics . But how 
often have you thhtted to the 
blurb and then wished you 
couEd have drilled Ihe prog- 
rammef with tiis own pholon 
laser blaster when you got tfte 
game home and dtscovered 
how staqgerrng it was - stag- 
geringtyl^d? 

As we have seen in pad one. 
there are really two drtterent 



types of perspective m use. 
and these tand to define the 
type of game or. rather, the 
varrtage point from which the 
game is played Van^hing 
pomt perspective tends to the 
game where you are in the 
screen, i e the cockpit type 
game Isometnc perspective 
tends to the game where you' 
are represented on the screen 
by a c*iaracter, whch for con- 
venience we will refer to as a 
bird s eye view That e are. of 
course, some anomolous 



games which <xime some- 
where irt between or pEay with 
space in a three-dimensnonal 
way. but aren t visually 3D on 
the screen ~ as we shd( see. 



FROM MONSTERS 
TO TRASH 



Programmers and sometimes 
software houses tend 10 con- 
centrate on a panicular type of 
game Malcolm Evans and his 
New Generation Software 
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hivd bMn one siich. EscBfi§ 
was an earty and Siriking 
a^^ample of 30. striking 
because of the kjvely colouring 
and 3D because of the way rhe 
ma^e is constructed Malcolm 
haa rang#d across both iofms 
of p^rsi^^aive. Escape is 
decidedly bird's eye view, a 
traed vantage poini from ^ivhteti 
your man musi be guided 
through a series of complex 
ma^es made of hedges. The 
amazing monsters which 
chase you through the maze 
are a oefiniie hazard, bul Ihe 
player is confronted by the dif- 
hci^lty Qf finding the honzontal 
palhways which are hidden 
behind the height ol the 
hedges, Visual cues are pro- 
vided by shading the colour 
and atso by the character anh 
maton - characters face in the 
dffm:tk)n of their travel They 
do not ctvange s^^e. however, 
ts lt^ isorrie^ perspective. 




Escape Ihf Maltotnfi Evint (Ntw CenentionI 
itfltlng eiainplftol hBHimelric perspedivt 



J 




3D T' r ripi (Hew Gtnifilioti) 
turns tQ ^anisNng poini pei 
i34fS4Kl&r¥ fM^lll 



Evifis 
wilh less 





m Vu\h-i - skiPiKar Iq 3D Tufinel but JK 
Greice's game resuHs in siimewhai m^tt 
reilislii^O. 



With the follow-yp 30 Tun- 
net^ Malcolm turned to a coclc- 
prt wiew as you guide yourself 
atono a twisting tunnel I i lied 
with fly ir>g ob|ects to be shot as 
Ihey come towards you Visu- 
ally 3D Tunnef is less sattsf ac- 
loiy. The effect is generated by 
ijtarf^ting squares of coiouf 
ist ene inside arwiher These 
Jerldly 'rrove outward by grow- 
ing btgger urrtil they grow out of 
the screen Going rourrf a 
ojmef iS done by offsetting the 
small start squares so that Iheir 
edges louch the outer ones 
The result works, but onty just. 
Interestingly 3D Vortex (JK 
Greye) tned I he same thing but 
used spirahng pixels to better 
effect H resuHed m a smoother 
image but was spoiled t>y the 
Obfects. which were very jerky 
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In the end both gam^^s suffer 
fram a tack of overall defmilion 
as far as 30 goes, leaving the 
brain working too hard 10 con- 
jure Up a s^nse of reality 

<f\ofin 3D fared better. New 
Generations third game and 
secoTKl cockFMi View type 
Knot also scored because the 
concept required a readjust- 
ment o( thinking fronn the 
player, which made it more 
ttian iust a 3D game. Iri etiect 
Knot ^n 3D is a three dimen^ 
sionai light Cycles" game 
where the player must nil up 
the available space before the 
computer does You control a 
hght t^a^^ and. as in the two- 
d^ensianal variety, you must 
avoid hitting youf owr> trail or 
that of the computerH the win- 
iwr beirg the one to make the 
other crash 

Malcolm's next offering was 
Corridors of Genon, another 
oddcpti view game based on 
ttie dassic 3D maze principte 
Here, the OHTidors are all 
curved, the visual cues being 
wall shaped (reccing wtm dls- 




tancci) ana colour shading The 
graphics are quite s^mple. 
although implemented well in 
the protagonist. BoguK wlw 
grows bigger m stag^ as he 
approaches 

The recent Trashmsa, sees 
a reium to the bird's eye view 
of isometnc perspective, emp- 
loyifig hidden views (Trash- 
man d4 appears behind 
objects laetween him and you) 
ar>d light and shade ie<^ni- 
ques to create an effect of sol- 
idity in ttie byilOhngs and 
hedges Co4ounng too is used 
to g real effect 

These examples of 3D 
games Irom New Generation 
illustrate very well the differ 
erK:e between the two pers- 
pective views ar>d also the 
problems 1^© programmer 
laces in using them CH these 
games the most sophisticated 
graphically are Escape and 
Tf ashman - the bird's eye 
views - whefe the defined 
graphics are fiiced and unalter- 
ing during play. Without excep- 
tion the cockpit games are 
simpler, creating 3D with 
shape and vanishing point 
pH3rsp€>cTive, but unable to do il 
perfectly because of the lirntla- 
tftons of memory ard the <xim' 
piexriy of the caicuiatiorts 
required to move objects 
realist I cally through space 
towards the player 




r 



Coffii < (NewGirneralranHsa 

tlissic ma IE game wliith uses s^ape ind lonal 
E^lQunnglQaehitveSD 




Tr^limarf (Neur Geneniioi^). and Malcofm 

Evinv rcjyrns ie= isomnrrlc ptr^pective with t vefigtafic«. 




FROM MAZE TO SPACE 



If the cockpit view places prob- 
ferns in the programmers' 
paths, they have r^vertheless 
been elegantly overcome m a 
number of games a 3D ma^e 
nfiOfi«san|y requires waifs 
drawfi in perspecirve in order 
io work. But once the shape 
has been worked out, it can t>e 
repeated endtessiy without 
eating up much more program 
A number of mazQ games have 
contented th«m^ves with 
very simpte views in wtirch 
each step leaps into view so 
that the perspective may work, 
but the effect of moving bet- 
ween wal Is does not , 
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Omitting the ubiquitoue '3D" 
from the titles, we have *#Dris- 
ter Chase (Ftomik), Mm^e of 
Gold (Gilsoft). Maze (Irr^pact} 
among the earlier Spectrum 
of1erif>gs. and the rriore recent 
)uetiaicoa!t (Virgin). T^e 
SkuH (Games Maciiine) and 
8ai Attack [Chwtah Soft). 
Monster C^ase. Ji^efzatooai/ 
and The Skull all have mons- 
ters in ttiem not uniike Bogu) 
in Ccmdors of Genon - but T^e 
Skutl uses its monsters best of 
alK with the skulhtng skulls slid- 
ing into corridors from behind 
waits when you least expect 
them 

All these 3D maze games 
suffer from the above- 



menilofiod tack of smooth 
movement altf>ough Juetz and 
The SkuH do have a larger 
number ol steps to create a 
reasonable sensation of for- 
ward movement, The one 
game which outshines them all 
in th^s respect isZig Zag (DK 
Tronics) which has employed a 
very dever device to create the 
3D illusion Here, vertical Wack 
Stripes make up the walls, with 
accurately shaped floors and 
ceilings cutting into them This 
very simple graphic device 
recreates perspective 

e:i£tremely we^l. aJlows con- 
tinuous forward movement 
Af^D cillows Ihe ptayef to turn 
h^s head when going round 
cortiefs Its supreme advan- 
tage IS in the economy of 
rrnemory used to create tt>e 
effects The monsters beir^g 
chased m the game also obey 
the laws of perspective buy 
growing smaller as they run 
away anti being progressively 
hidden by intervening objects 
like projectir>g walls 

II you are suffenng with a 
problem in describing a three 
dimerfesional space enclosed 



by waifs, why not turn to an 
easier medium - space? In 
space there are no walls to 
hear the programmer scream, 
ar^ a sense ol depth can be 
creaied by having objects 
mefely change size as they 
approach or rnove away The 
resutt ol this uriderstanding 
has l>een a number of excel - 
tent and not so eKcelleni 
games of space shoot em up. 
An>ong the earliest oflerings 
John Hollis'» Fimegafe 
(Ouicksjiva) has become a 
dassic, rf a little confusing 
wt>en It comes to the scoring^ 
3D here is a reiatively sample 
visual matter Ther^ are no 
penpheraf objects 10 b# moved 
in perspective as there woukJ 
be on the ground, only the alien 
ships have to be cqMd with. 
3D Spawn of Ewii (DK Tronics) 
was a very similar game which 
suffered from space ship 
uncontrd lability. alttKHjgh it 
isn t directly related to three 
dimensionality, heavy objects 
are affected by inertia, they 
can I just go from zero speed to 
tlat out Without accelerating or 
slowrng down - l>ofh al>ove- 




A iimpfe looijiig 30 iflicl uiifiD iif ong Imes - 

Jutitjdlcoatl. 



7iq 7.iq tW IronlCil yses a simple ifril tlivflf 
device of vtrlicaj ilrrpes which cin 
iCMOfni^ally be 4tmt6 or reifistBted Id criilt 
lift planes qI a maii 







n 



/UBiL + 



I 



Skulling monster skulls iiii Tti6 Skuli (G^rnes 
Machine) ilemonstrale an elfective use of Itie 
hidden vitw ina 30 maze game. 



menti^rksd games mcofpo- 
rar&d Ms @ff«ct into tli@ spac@ 
aaft. soFTietirne^s makir>g fining 
up a slioi near to impossible ll 
can be a nice and realistic 
touch though 

Other games which quickly 
followed suit were Gafaxy 
Mack (Sunsli)ne Books), 
Sipace Wars. Seitidab Attack 
and LunattBck (alt by Hewson) 
and Space St0t^n Zebra 
(Seyofvd). The 3D Seiddab tnh 
ogy iHewson> written by Steve 
Turrmr makes another ©xam- 
plt 04 a programmer working 
m ideas out gradually Ihrough 
a series d1 games Unlike Mal- 
QOtm Evans of New Genera- 
liori. Steve Turner has concen- 
Irated on the cockpit view 
exdusively. each game getting 
bener and more complex until 
B» recent 3D Lunattack. 
where a sense of f lyi ng through 
a three dimensional space is 
abOiUl as perfect as a small 
home computer can allow and 
\mye room for a playable 
game This concentration on 
s^anishing point perspective is 
about to charge with Steve s 
mm game^ a 30 advefitufa 
which errvpioys a unique ma- 
ture ol vanishing point and 
ftKed vantage (almost) 
isometf iC perspective- 




One ol the eartiEsI 3D ^hool em ups m ^pace 
tfeis Jiahn lioihs. in • gj'i iQuitk&jlvai Space 
ship movemtnt is mdi^aled by ihe moving $lar 
bftcJcfruynd and 3D resulls irQin the anirr^alion 
BtiitiltackiiigEFan 




30 Spjce Wafi. JU :v.!i:3iiii Au.n k and 10 
Lunalt^nk (tiiwian) all written by Sl^vr Turner 
show a cQnceniraied divtiopfntnt of moviitg 3D 
irQm the eocilipit view 



The outstanding 3D spac^ 
game is probably Derek 
Brewster's Code Nam& Mat 
(Micromega) which employs a 
highly complex torm oi 
dynamic 30 In this respect, 
the use ot the word dynamic' 
tmpii^ (hat We carries on 
even if the player cant see it - 
in other words |ust because an 
aUen space ship has zoomed 
oH the edge ol the screen, n 
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Programmable 
Joystick Interface for 
the Spectrum 

£19.95 

incl. VAT and F & P 





QUICKSHQT 2-1-2 JQYSUCK 



and no rapkt f ir« optton 



£13.95 

incj. VAT and P & P 



FUGHTLINK JOYSTICK £flQ CQ 

Witt* 2 irKlependeni 
fuTB act ion t 



*ncr. VAT an^ P 4 P 



CURRA HiJSPEECH UNIT £79 95 

ftn into COMCON estoniion iioi ^^ *'■*'*' 

I fid. VAT and P 4 P 



Qty 



Code 



Item 



Hem Price . Total £ 



01 



02 



03 



04 



OS 



o© 



Ctimcsan IntvHAOo 



9 £19.95 



• nOM 



Ou ick ihoi ^ + 2 Joy itldc 



m Ct3.9S 



Com»n 4 OuMtihOt S'^S 



» £31.90 



Camcpn + Fl^htFinlc 



Cunah ^pvach un»t 



# £29.% 



imcloifl ■ chequfl/poftfl order made payalili to FREL LTO for: 



HijjJe and fft*l prograrnming. 
^ug lh« iiK funcl^on conn#ctori 
into tHp r^dutred S^Jtcif ym k»v 
poiitioni - Raadyl 

Two imitptndafit ?ira pctiofif: 
Photon Blafftn «ndf^u!ron Bomtii 
ai the touch of your 1»ng«rii|H. 

Ei^ientkori pon for Cufrah Micro- 
t.i>eech unit Cofnbina i^^tuck ^mth 
found «nd ipetch for yitimatt 
arcade atiton. 

CdmpaiFbiB vyith aM Alert tv[3« 
loyiticlif mclLidtng Quickflhot *l 
(without rapid fire act lonh 

Interface operetei toyitpfk parallal 
ID key hoard Joystick action oom- 
panbie with any addons incfudini 
MiCrodrivat. 

Th^afrordablealiernAiivie LowetY 
prie*yei for pfogrammabiNty . 



Dealer Enquiries Welcome 
Phone Ludlow (0&84) 4894 



r 



Mr/Mrt,M^a 



. Addrrii 



Pioiteoife: 



Srnd to 




FREL LTD. 



Hockeys Mill, Temeskle, 
Ludlow, Shropshire SYS IRQ 








I 



i 



^i..«-E_.«rt*^''^ 



/ 



*^ 



•^!i«irr>«f 



iiAX 



JiJh.4r4 



F/ 



*» 



It's the fun game of 
the year ^ Trashman. 



i icmii lilt' itionii'Eil viHi neI 
tkiHJtii IP ptdv you'll N' thi ilkd hv 
thLik nxtitinti. oriiiiml. laugh a 

Vc«y r job nUH> Inok ei^< tci lh« irM 
iif i1i4^ %iiirk1. but yrMj Urtim- rhi- ha/aid» - 
^pfftfdkng rars tirid ^Niwnwrii i^li^f ran 
bfith Hlictkt' vt^i' ^ip- l^-A'4'^ (^<' ii i:iif%tdii 
bf (iital. 

By t if Lhal i^ft'l **nmig|\ you w gol the , ^ ^ 

oilh-'f pffibkm* i)f vkksuii drrtj*, th^ «iltit 
f ffi'frt'h of ovvri'allnci In ihit iran^Hirt rjif^ nr f>tw 
I CHI riiariv *n I lie fcKMi^t^r. 

Nui inJy tUll voii Ime^ t|f ip|>^ bu the aclU>n 
IL srmill h%- Anvii^ed ai>d ^ii nu^^td bv i hp hi^h ciuatitv 
graph It !i 

U It h M-^ I'll U'^ *'h I ^ play kat urtng I hi lei? 
^ aft i-nip1h lu liuivh iW ^amc (a^^iitriiTig yim rtn^ irnt 

run fHiff hv a tt^r( Tiaishman u-ill prmidr evvn the 
rf*<iH( 4'ii|M'iklHvd g^iiiK'^ pliiwr tiilh «i ihfilling 
i h-ilU^iiytv 1 or 2 jjlav^^r r^pticin. Mall uf I ami' ai^ 
|Dy!sl]ck fumpaiihitiiv i^nsurr fhis ^aiiu' haii all th*- 
Ht'«ii art «ide hMTuri"^ 

Ti ashman iv avai tabli> NOW lor the 4HK 
b^H't^riinv. A.»sk for ii C{>dav ai ir<)Uf local 






Onlv£5.95 






AuaiUhlid hofii *id4'ii4*tl bcaiwhi?* til 



WHSMITH 1^ 



JohiiMen2ies 



itl QiH^d f uiiipttii^i <,rcitt'i^ 



SpjelstMin 



Software 

Baih BA2 4TD 

TpI: 0225 516924. 







A(3 Afitra (G^Oflt) wmhiiiti nw^ pt rsp#tll¥t 
tif meols irery tuectssEyEly. Hen wa £^n sei 
lilt efltcl o1 vsfiishinQ poinl persp&cikvfi ofi Ihe 
(Itspeoi yOuT ship 



doesn'! mean tN* computer 
has forgottefi it - it may be lin- 
Ing up a shot on you or cirding 
back This ts true of Code 
NamBMat ^ndJDUjnattack 
The sHed of crafl fiying 
towards and past you in CNM 
is marvellous, but additionally 
3D »s used in anothar way 
whan navigating with the diS' 
tant viaw' ladlity which 
requires an adjustment of the 
thinking pro^^e^s (not unlike 
Knot m 3D} in order lo see il 
working. 

One Hnal point before leav- 
ing space 3D codcprl games - 
as oojects approach ttiey gel 
biggef BUT they should also 
gel more detailed Aoain. il's a 
problern of constantly redefin- 
kig tfie graphic as it moves, 
and some of the games rnen- 
tioned here do il better than 
others. 



BCTRA VEHICULAR 
ACTIVin 



Staying in space, but getting 
out of the cockpit, we gel the 
combination of space shoot 
em up with vanistiing point 
graphics but where the player 
seerns to hover outside the pic- 
ture. This has been a relatively 
recent development and the 
games Ihat instantly Sprpr>g to 
mind are B!ad& Altey (PSS). 
Orpheus (CRL) and Deathstar 
{Rabbit). BfBde Atley us« 
some of the maze game lech- 
ri^ues with reasonable suc- 
oess as far as a three dimen- 
sionat quatity goes Alternating 
colours flash outward atong 
fixed baffles of increasing size 
and height lo create the pefs- 
pecttvioiil Irench-like effect of 
these games. Dmthstar is very 
similar tHJC relies more heavily 
on the strong perspective lines 
of m trench Oddly. Rabbit's 
game has chosen to break the 
perspective parallax rule it 
has a series of dotted lines 
moving from the vanishing 
point outwards toward the 
player along the walls and floor 
of the trerx^h Perspective 
demands that tt>ese should 
start Sk>wly and increase in 
speed as ihey approach the 
player but the reverse happens 
-^ in Death^tar poor program- 
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ming or poor ihir^king It spoils 
the effed of the perspective. 
Orpheus relies on a Single 
drawn fine radiating outward 
(Fom its vanishing point to cre- 
ate 0ie ettect of flyir>g <$own a 
k>nQ cavern Its apnmrtive and 
Irwffedual device which isn'i 
helped by the ierky advance of 
the aWen objects to be shoi In 
Biade AHey this aspect works 
very well with several slages of 
animation being employed to 
oreate depth and movement 

Graphically, one of the best 
games o< this type ^Ad Astra 
(Gargoyle Games), The ani- 
mation of the alien cratt is 
pretty standard to the type 
with fewer animation stages to 
create forward movement than 
in Biado Aiiey. but the real 
miracle happens with the rol- 
ling asteroids The^e display 
a!l the classic rutes, change of 
size and apparent speed, cor- 
rect perspective movement, 
increase of observable detail 
as tt>ey approach (the craters 
on tt>e surface am even ani- 
mated to rotate as the 
planetoid rolls on its axis), hid- 
den view as one ot^rscures 
another object, and linally 
shading which is very welt 
done And in cwnmon wrth 
Blade Alioy and D®athstar, the 
perspective drai^dng of your 
ship IS distorted as it moves 
from side to side or alters 
height on the screen All of this 
calls tor a Jol of program to 
redefine the graphics Ad Asim 
does it very fast and smoothly 



VECTOR MOVEMENT 



As Spectrum prog ram ming 
has become more sophisti- 
cated so has vector movement 
improved. This is a method by 
which the position of a point in 
space may be determined reia- 
tive to another and constantly 
monitored so as to give a con- 
sistent perspective result ft 
applies very much to 3D 
games of course. Pnagram- 
mers tend to ahve their own 
particular methods for vector 
movement. 

The rTT»et*K>d is nowhere 
more acutely needed than in 
wire frame 3u or holtow' 3D. 
Games using this device are 
generally based or> the arcade 
dase^c Batttezone CRL had 
an early game wh^ch approx-i- 
mated the type - 3D Desert 
PatroL but it was edipsed by 
the appearance of 30 Combat 
Zone (Artie) Here we have a 
much more mathematically 
accurate representation of 
vanishing point perspective, 
one which allows that the van- 
ishing porni is not a sole dot on 
tt>e hohzon. txjt actually all the 
visible honzon. This means 
that the objects can be defined 
continuously to provide a 
highly realistic ouHine of their 
shape which is always altering 
depending on tiow it moves, or 
how the player moves' in refla- 
tion ship 10 the object. What it 
lacks is a solid feel, since the 
objects are all made up of 



lines The eye can often be 
confused as to what is the front 
and what is the back of the 
object But the advantage to 
the programmei' is that he only 
has to define the shtape of the 
objects initially, and after that 
the vector part of the program 
will take care ol the movement 
and the compression caused 
by perspective. In lacking sol- 
idity, the games lack light arvd 
shade and hidden view - in 
being effecfively transparent, 
^veral shapes can inter- 
mingle with aadh other. 
Nevertheless a very large and 
dynamic playirvg arena can t>e 
created with a genuine sense 
of movement aria three dimen* 
sionality. 

Artie went OH to use the 
same system in Iheir Dfm^en- 
Sfon Destructors, except thai 
this was set in space and so 
lacked the leeling of a land- 
scape - to its detriment 
Months later the tank tattle 
was fought again in Hommel's 
Remnge f Crystal). Crystal 
provided a bad^ground nvoun- 
tainscape which Combat Zone 
lacked, adding to the sense of 
space, but emphasising the 
one essential compromise in 
this type of gan>e - the fad that 
you can never reach the limits 
of the playing area; as you 
approach the rrKXjntams, so 
they seem to recede t>efore 
you - a syrribol for life 
perhaps? 

A very young company cal- 
led Real Itme have now pro- 




1 



It ^biWy Bifl iwirt MfMfBca ied spate 30 




Di'dmst»tr (RibrtJii) liiesi succeisful IHin ilidv 
Alloy, coalentkng ilulf wHTt limplt ihipci to 
delinttiitdQpm 



J IPSS) uaes » (imale device lo crsale 
1 1 rid CQ m bi net i! by de I i n i ng i^tace with 
Uli ihkp 1 ittsdDW ap^ ammalti attaEktrt kn 
30. 




Real Tima't Tarrk Oud - laMng vtclDr 
movBfueni la t toltd baso for » betiar tllact 



ducod a version called TanrA 
0ml, whifch employs the same 
li3ilow3D gra^phics bui in much 
groait&r prolusion than either 
Comfiai Zone or R(mn>Bt's 
BetfmigB and has added solid 
ooloufing to (he piai ri and 1 the 
tsQCkgroynd taridscap^. 

Increasing ttie sense o1 depih 
ard space. 11 works very well 
indeed. 



Vector fnovement is impor- 
tanl to atrnost any 3D game Of 
course, tof plotting pKSSilions ot 
objects relative to each other 
Bu* there are many games 
which have avoided its complh 
cations, and many vvhich are 
successful because Itiey ©mp- 
ioy the range ol visual cues for 
1heeyeio(astenoo 




I 



m 



OimErnston OsslfudOfS 

(Artie) vie wlttl REMiimel s Rtveng^ (Cn^tal) Irt 
the vector mewimi itll*! - i viry prtEltt 
ind mathemillul ippfoacKio penpec1i¥^ 
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ZAMANTAHACK 



Shortly before Christmas 
Quicksilva astonished us wiih 
Sandy White & reniarkable 
Soft Soli(i3D Ant Attack This 
S<:x3ttis}i programmaf had 
managM to c^jmbina 3D 
effeas which took account of 
architectura) solid objecte as 
well as soft human shapes. Ant 
Attack is the dassic example 
of bird's eye view perspective 
for the Spectrum as Zaxxon is 
lor the dedicated arcade 
machine 

Ant Attack uses a Iked 
isometric penpecHvd ovar a 
targe area whidh lethen mefaty 
scrdSed as the player moves 
his character about the area. 
To heip^ the sense of solidity, 
the buildings, are all accu^ 
rately shaded and additionally 
the live" d^aracters disappear 
behind them when required 
The usual disadvantage o1 a 
bird's eye view. iKai it is fbced. 
has been aleviated in this 
game by allowing four fixed 
positions at each compass 
point. However, the game also 
iliustrates the main problem o1 
the perspective, tiat you can't 
get dowi into rt, sunoe this 
would mean redefining ^e 
mam graphics, and an 
increase in height would show 
up the problem that exists wtth 
the latse or ^on-ex^ste^t hori* 
zon - it would Sink with the 
foreground and look silly. 

In looking at Zaxxan ( Star- 
zone )k the Spectrum version of 
the famous arcade game, one 
is reminded of those television 
shots which use a telephoto 
lens The foreshiortening effect 
of the long Sens makes distant 
objecte actually as bng or even 
bigger than the nearer ones. 
Zaxxan'sSD lets your space 
ship to move sideways {in 
effect, diagonal l^y away from 
you) for a consideraWe dis- 
tance without appearing to hif 
the waJf which is directly 
beWnd it Even though i! isn i 
visually apparent, a distinct 
space has t>een artificially cre- 
ated The main visual cue here 
ts the shadow on ihe oround, a 
common theme wiffi Bfade 
Attey and D&athstar But 
because ol the isometric pers- 
pective, the funher reaches of 
the trench are the same size as 
the nearer In the majn, this 
doses not disturb the player 
much, and the additions of 
shading and hidden view add 
to the SD^ectiveness. 

Recent additions to the 
bird's eye perspective are 
Anaroid 2 (VorteKjp Pedfo 
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(linigirie) and Haunted 
H&<lg0& (Mteromega}. Of 
these 1t)f@e Android 2 and 
Haunted Hedges are a varia- 
tion on the tlwne of MalcoFm 
Evans Escape, mazes where 
twa^anial peHmays are hid- 
den behind the height ot the 
hedg^ or maze walls 
HBunied Hedges wbs Defek 
Brewster's first incufsion info 
is&m^tric perspective and the 
result |a 3D Pacman type 
game J is (ess satisfactory tnan 
ihe cofnpidxit!0$ ot his later 
Code Name Mat. Here, tt>e 3D 
ii real)y only a visual gimmick 
which has little to add to the 
playing of vtfhat is a (airty 
slraightlorward ghost gobbler: 
Androfd 2 is another matter, a 
complex game of vanous 
Btages in which tiw 3D grBpti^ 
ks add greatly to tile visual 
axcttsfnent and playing ditfi- 
cutty. Mines hidden behind 
walls can t>6taiaJf 

Pedfo is sftghtly different in 
that the perspective is rK>t used 
to hnie things - anothsf ca&e of 
3D lor its own sake, as it adds 
littie to playirvg the gam« and 
indeed makes controlling the 
man awkwafd amj frustrating. 




Andrott) 2 (VtnUi) b¥ C«ftt finil -ipiM 
iirtiiir« tbfl 30 ii sn inltgral ^^lliplitfla|. 








itlifiiJ 




PedrsTi (Ifnigtm) - penpftilve wlttiatft patnt Mont iif ttii 
chirtctef^ Is ^llected by m Ea€rsp£ctiv« (isotneiric) 





Haynied HedofS iMltF^mepi - 1 liu luccesslui approacli to tht 
prrtrinni of 3D by Oirak ftrtwtttr. Tht tHict m^m. bui doesn't 
iddmuchlottii gamt. 



TO THE VANISHING 

POINT 



Imagine fared much better with 
perspective in the^r t>est- 
seMing game Zroo/:r) liZexxon 
is a 3D Scramble type game, 
then so is /zoom, and a 
number of other similar prog- 
rams. The difference between 
^aMxon and ^loom is that the 
forrner is a bird's eye view, 
whereas the tatter is a cockpit 
view Tfie effect ot travelling 
k)w over a road lowards the 



ever- receding horiion works 
quite well mth correct visual 
cues contatnHffd in the perspec- 
tive lines and the increasing 
size ol approachir^g enemy 
craft The effed is entirely 
spoitred tiy the outSl^e refugees 
marching along on the horizon 
and whefeas the player cm 
accept the honzon never «rt- 
Ting any nearer {A doesn t in 
real bfe afrer alt) it is harder to 
acoept that you never get any 
nearer the refugees This fcs a 
good example of a program- 
ming connpromise which is 
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almost unavoidable m the cir- 
cumstap^ces It doesni how- 
ever actually spoil playing the 
game 

The oth#r games which 
hav6 SOnrYethirig in cornmon 
with Zzoom are the mad racer 
games based on the famcxis 
Pofe Positkm arcade la vouhte. 
and night Simulation games 
An interesting early Spectrum 
attempt at a 30 road racef 

game is furdo Driver (Boss 
\Kl Here the 3D effect barely 
artists - Hb almost a Cubbt 
pers^pective The cars are seen 
frofn well abov^ allt^ough they 
are drawn with a slight lore- 
shonening, and the road is 
described by two lines set 
wider at the fcJase o1 the screen 
and narrower at Ihe top This 
pays lip servTJce to a sense of 
depth but the game nrmkes r>o 
real attempt io be 3D 

After a long gap a rash of 
roftd racers appeared First 
was Grand Pnx Dfiver (Bhtan- 
nia), ctosaly followed by Road 
Racer [Thorn EMI) and Speed 
DmI (DK Tron^cs). The most 
convincing was Cht^qu^r&d 
H$g (Psion) Brrtannia Opted 
for a very low view pdnt m\6 
hollow 3D graphics With a mov- 
ing background Jaridscape 
The 3D IS etieciive, onty the 
playability of the ganr^e suffers 
ffom elements which have little 
to do With the 3D Road Racm 
and Spo^d Dvel are played 
Irom a higher post:tk>n. almost 
a t>ird's eye ^w in fact. The 
road racer games have this in 
common, that they use the van- 
i^ng point perspedfve very 
eWi^hvsly, creatrng a fine 
sense of speedmg along a 
winding road, and yet they a^e 
played not as a CDCkpit view. 
Ttie exceptions are Che- 
qij&r&d Flag (which places you 
more in ttie driver's seat) and 
the excellent 3D D&mhchme 
( Mkr omega ) Chequered 

flag's dnver height pfaying 
position makes the sens© oi 
objects sweeping past you 
much more etfecfive than is ihe 
ca'^e W3|h Speed Du€l or Road 
Rmcer, But for sheer thhlls 
DoBthchase has 10 be the win- 
ner Here, perspective almost 
is Ihe game The movement ol 
the tree trunks from horizon to 
Dolliskjn or near miss is excep- 
tional The game is lull of neat 
toiictves ijRe Ihe ei^plocfing 
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bikes, the disintegrating 
chunks ol which yoij sail 
tlifough as you dash on Since 
your bike is very manoeuver- 
able, the programming 
required to cause the trees to 
weave at>out in accurate pers- 
pective IS complicated and 
beayltfylly implemented. 

Right simulation games may 
appear to have more in com^ 
mon with 3D space Mmes. but 
for the fact that the 3D view has 
to relate to iixed points on the 
ground The hrst was Psion's 
fh^h\ Smuletion Nightflite 
(Hewsoni fotkwed soon after 
and was later improved as 
Nightfhte 2 Tti^e games 
require a veiY accurate and 
mathematK^al use Of vanishing 
poinl perspective in order to 
DDnvince - back to the vector 
movemen.t programming A 
runway must be constructed to 
work as a proper perspective 
from any angle of approach 
afxJ ai any height. The least 
tOLich of isom&lfic perspective 
arxJ the illusion is ruined. 
Naturally, with so much vector- 
ing to be done as well as prog^ 
ram oommarKt hancHing, it isn't 
surpnsing that flight Simula* 
tions tend to be somewhat 
undetailed wtnen it comes to 
the grourtd Fbght Simuhiton 
gets round the pfobtem by only 
providing feature l^e lakes 
afxi the runways. Mghtfhghr'B 
efegant solution is contained in 
the title - pinpricks ol lights on 
the ground describe ihe view 
and create a quite effective 
sense of Ryir^ over villages 
arxJ towr^ at nighit. 

The most exciting and busy 
simulation was F^ghior Pilol 
{Digital lnlegfaik>n) This game 
provides a similarly undetailed 
landscape as that in f tight 
Simulaiion . but adds eKtremes 
of speed and the chance to 
attack enemy fighters in aerial 

combat The tightei^ are m&^ 
in full 3D and react quite prop- 
erly in the three dirnensionaf 
space in wh^ch ttwy are 
placed This effect was even 
better used in thejr fdlow up 
Night Gunnar, where the aenal 
doaf^hts manage to look like 
old workj War 11 newsrael 
shots 

StitI on the flying theme, 
Heafftrow ATC (Hewson) and 
Aiftinef (Prolek) can also titmm 
to be 3D. but in a different way 
to the other games Here the 
player must think three 
dimensionally aJthough the 
screen display is not 3D Aif- 
linm does have a 3D view of 
the runway on approarti how- 
ever The computer is playing 
around m 3D conceptual Ey and 



Ihe player must also Ihink simi- 
larly - it's a sort of thinking 
man s 3D Argyatsly the games 



are not visually 3D in 
accepted serise though. 



the 
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An amosmg programiming compnHiiltfl liitvitii 
rvility and playabil^fv is linigine'tZ?oom 
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Victor rnQrviinent near the ground - riifjhi 
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Fighttf Pttet IDIiHat inlagrailoe) comlijitts 
t^«i Mi 30 Imillilakmgi y 




mm 



Turt><n Priv^r (ioti lM| - in tarty attempt Io 
suggesi 3D in a raid rsiting game 



Rillitr more tophtiticiied 30 itftcti \m G^n^ 
Pm Dftver |Brttaiiiii»). Road Ricef (Ttom EMI), 
SpMd Olid {DK Trfiinlcil and Gbequiretf F1^ 
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The uulsiandirrg cackfitt view road racer - 30 
imi wtitri the pffitpective lithe game 





BETWtXT & BETWEEN 



There am a few o1h«f §amw 
which us© 3D m odd ways Attc 
AtBC (Uitimale) 15 interesling 
The rooms ^m descnbed in a 
form of bird's eye perspective 
whch aflows all four walls to be 
in v*ew, the vanishing fx)im 
being straight through the 
flOdf , But this is not isorBetnc 
perspectrve despite the bird's 
eye v\ew Apart tfom this cue« 
the rest of the gerrw is qurte 
two diiTvensional with the 
objects and characters seen 
llat on Picasso would prob- 
abtf have approved of the mix- 
lure of perspectives! 

Moonfytiggy fAnirog) could 
hardly be described as 30, yet 
it errrpbys the visual cue of 
parallax movement, with the 
foreground nraving much fas- 
ter than the backgrour^d mouri- 
tairis If this devfoe had been 
used wftti severe! layers of 
landscape it wouW have given 
a convindng iIIuskm^ of depth 



Psytron (BeyOridJ uses 30 m 
an oddly classical way - the 
colour is quite flat but over it is 
ctrawD a landscape m strong 
petspeciive Enemy cratt are 
animated in 3D. growing big* 
ger as they approBdi. txit hid- 
den views are not employed 
Shading is inooipofaied imo 
the drawiF>gs ol the base, and 
the overalt resuH is cunousJy 
like that of a good-quality 
comm 

Luns Crabs (Micf omega} is 
an earlier attempt at 3D by 
aulhof of 3D D^^mchas&. 
Mervyn Eltcoufl. The 3D in 
this gamo m ueed from two 
other games which fely toe the 
effect ol trafeciory to create 
depth are the early 30 Tanx 
(DK Ironies} and Terror DBktth 
(WettPoymeHousej T>ie shells 
fired in 3D T^nx diminish in 
Size as they t!y towards the dis- 
tant tar^ks on the bn(Jge and 
the resylt works very well The 
gaine s skAl lies in estimating 
the ar^le of fire to reach the 
four lanes of tanks oiH the 
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bridg©. The tanks, however, 
appear uaa^fected try perspec- 
BvB - a cofiveniecice which 
saves having four diflerant 
graphics to ctescnbe (ank$ in 
U>e foreground, mid artd back- 
ground lanes. This is porspoc- 
tive in bits and pieces! 

Tmrof Daktils employs Bie 
same effect wtth trajectory and 
diminishing size of shell as it 
Hies towards !he massed 
beasts. But this game addi- 
tionalty boaats rather excellent 
line drawn monsters which fly 
out at you. getting trigger as 






-z. 



^ 



tfiey appraadi ar^d swoop 
clOMfi. Both these games use 
3D as an important aspect of 
playing but still represam a 
less sophisticated level of 3D 
development than we have 
seen receoUy . 

Rnaity, tfiere is 3 D^^p 
Space (Postem) - the first 
real 3D game But is it real? \{ 
wortts on the stereoscopic sys- 
tem whereby two images are 
provided on screen. sNghtly 
separated (like a double 
eMptosureJ and in opposing 
colours The player wears 
Spectacles with one green lens 
and one red, Each eye then 
sees one o1 the separated 
fmages and the bra^n jnteiprets 
the two djttefinq images as one 
and so thinks tnere is depti to 
the scene « It can work '^efy 
effectively Hete. we am back 
to the theory ol vantshing point 



perspective - parallel lines 
convergsna at a point OH the 
horizon The closer together 
the separated ^ma9es are. the 
farther away the object seems 
to be from the viewer. 

That s the theory - in prac- 
tice 3 Oeep Spac^ doesnl 
work, probably due to the 
Spectrum's limtted colour 
atthbytion which makes H hard 
to gel )ust tt>e right amount of 
separation tietween the 
imag^ iTie result is that the 
p[ayer is forced to work' very 
hard to gel even an unsattiteic- 
tory effect of 30. So stereos- 
copic 3D would appear to be a 
cul-de-sac for the moment - 
more of a gimmick than a 
device. 

But wrtth games like Ant 
Attack, Code Name Mat, 
Deamchase and FightBr Pifot. 
we c^n safety say that Ihe pre- 



fijc 3D to a game is no longer 
the gimmick it used to be, ar>d 
further, that the use of 3D in atl 
these games is an integral part 
of their eitdtement and chal- 
lenge ^ 3D games have come a 
long way from the paiiry add** 
tion of a bit of shadcw to the 
edges of a maze But in the 
words of Steve Turner - we 
haven t seen anything yet! H© 
is now looking towards a gen- 
efation of games where the 
animated and 3D graphics will 
be as good as rhose seen on 
the loadtrvg screens we have 
become SO used to. • 



Report compiled by the 
CRASH team -useful 
arcade info by Lloyd 
Mangram and snotty-nosed 
technical stuff by Roger 
Kean, and thanks to 
Steve Turnef. 
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liijei^ofV III tMilh dirediofii and a llitil vinUge 
point cr«aie d^eptH in Luna Crabs 




3D In bitt - OK Tranics' 3D Tanx. 
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JCnCCN REPORT 
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Clii$ic p«np«€li¥e etrawmg ovcrTiiil on eofoyr {|iwi Psyiron the 
fxiljly Df a Mfell-desfcgnftd comic strip 



CHECKUST 

The tisi oi 3D gam^s betow Is 
compreh«ns4ve in the sensa thai 
M rwim trM lo include aH the 
m^torwriM that ii9. reMtnbla or 
UM SfJ. If vife have toft anyona out. 
(fien i^e re sonym^sdofs mav 
w^ll \hmk of some we have 
fCKQOCten Fteasenot©; It^pfalix 



iSOMITMi: ^nSWCtfVE 
AiHAflKilQuiCMhft 

TnwftfftM Npw Gwt i i jmi i 

OAM£S UStf«a VANIBHtHG P04NT 
KRSPKHW 

aj*ch PiiMt n^ippi AHqpLmwt 

e*t Anton ChMWi Soit 

ClW^u*f*d Rm PiBin 
CAMfart ZWH AifK: 

ChMlft StV FE«Mlii 



Difi'iffi«i«ii OMlruclfifftMiC 



Lon* Cfiibi ^teomgi 

Iiil3tldltn«et 
Hi«ofQoldaiMcrfi 

Odiww#w ia o ti M 'p 'P Mj<* t J i 

PiiylfUfi Pftp o fl d' 
Ou«1nlc(Md Vliiiin OaffWi 

Sp*c# siwnofi Znfin B*ycnd 

flpawn of gjii m Tnjr^i 
•pMriDiMlMTfmca 

MMlb Alttck HwwHn Corwinntf 
«ii;u(Hmi*) 0«mmi«KA«^ 
T*fi|i Dutll^Ml r^fii 
TitrrOf OtftHlt 413 Mi«MfW HbuM 

Tuiwwlftitw Gtfiirtixvi 

SV-ZJtfpPKTiona 

9£|CiOm ffnigifit 



(0*M«i^w*ita\3Diignpi!gtJra<nytoy*qLFic^fi 



MwrAHllMBHitoviHQB 



Tini OK TroiiOl 

rurtwihtwaoHUri: 
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iO//V THE 
SUCCESS STORY 



A major international publishing group Is 
looking for higfi quality software if vou have 
developed programs for me best seiKng 
micros and want them published worldwide 
bv a prestigious and reliable organisation, join 
the success storv - contact us now 
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Get in touch with: 

Tonv Feidman 

Macmiiian Pubiishing Croup 
4, Little Essex Street 
London WC2R31F 
01-8366653 




THlNiKIWj Qf A JDVSTICK ' 

mvi vouft^U fw ttriNNimciiGKii vvtriiTHf lAauiDutHcn 






vou CAN NOW 
lAKl ADVANTA^iE Ol^ OUfl 
SJ'iClAi PACK AC f OfftL 
THt $iPiCTflU^ JdVSTICK 
HMTERFiftCt Wf SUPPt¥tS?HE 
DItf L Y S N T f H f ACf F U 1 1 ¥ 
^HWkPATIiiE I¥irf1 tHf RAPlIft 
Fini liOO^ q* TH5 Him 
QUiCK^HOJ II JOYS! I€K AfiCf 
IWILL KA¥ fm IH ANY CAiM€ 
FEATUflING TH£ KEMT^rON 

THE tNtlfflFACi ISALSO 
COMt^ATIflLE ntTM AtL AIAfll 
IVPt lDVStl€KS< 




QUICKSHOT II 
£22 95 



fW*W MkJ CI 00 |» ^ p 

etiwjuB^^iO to Him sort 



Amim 



I cnclvtB Ch**j#iWO l&t C 



8e rWTERFACE 



VOTED A WINNER BY 

COMPUTER & VIDEO GAMES 

JOVSTIGK JUftV 

i^fi^ ymjt %kM irfHi^ ggiCi^SHOT II wo^j 

LOOK AT mrSt FAaULOl^PI ATUUCS 
* AUIQ^mi SWITCH 
* NEWINPqOVEO GRIP - fQP FIRE 

au T f OH * T m cm n f m c Mutjom 
* eutiT iiiSTAaiLiSit^c OJP& * 



Sifid 



NQnTHUUHfn 



MiLSunri FiOAO, askimoton. 

LAUD MEfiS OTH 
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Laser 

Snaker 

Winners 



Poppy Soft » latet! rel^aa*. 

factory BrGBkDuf. looks s^ to 
become an a/cade winnsf and is 
certainly a very m>ginal gam« 
Ust yi&a r Poppy Sofi bf ought oul 
tJSe/ Snjitof and ran a 
<:^mpemtoii m Odnfunc^iofi with it^ 



game- Th^ ^m no* pteas^d to 
annouiic* me winnflf of tw 
oompttition HfiisMrJiifiM 
Omrmn of V20 Sardy Lane. 
Ctmam. SMon m Surrey Mr 
Garreii recelviet a cheque for 
C 1 00 and An advanw cc^y oi 
Factoiy Breakout Runrws-iip 
also ii»c^iv« copies of me ri^w 
gaifie 



To cap off the day al Hvwioni. 
€am« (he ri4»ws thai iheir 

enlef od in tOf a Frorv^ fldvwiAuro 
gditk4 cofnpdtitior (as reponed 
tb^ t990fi) haci WOT) L* prtK du 
Mil»«ur SoenafioiDriiabMl 
garBe soan^no in Ihe piMtttgious 
Grand Pnx interr^atksnali i|u 
LogKM d Adventure (ah zosa 
Ff«ncti) ofpantoad by major 
9€ttmn dif iflbuiofs vld«o 
Tfllaman Rspoti This vvin haa 



lad trnmadteWly Id a aubftamial 
ordaf tof Itia gtfTfo - but In F ranch 
languiQa WoHi is alroa^dv well 
un09rway!Soaraplan[S for 
Oi**i ifxJ Garman versions, 
RiinxHirs that HaMrson s are 
IftniiiBNng me game imp FlL^s^an. 
Mandann CtwiM9 and Awtraitn 
9m probab^ a MfawiOptfMKi! 
as av&fyon^ knows, tha 
Au$traJiar^ donH i%ava to buy 
aoftMrara . ibey jMSt s«#m to np It 
otf. 



BObiSfiis -of Frcndi ow a ratUufiy oavnt of Ln Qusnot <f Eipics Sfi Troit 
iNiTHicdont. 
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60 Words 
per Minute at 
Your Fingertips 

Tha Spednim'i hJl CHpabililtes 
hav« raraly be^w usadi hiHy b)f 
choaa ^shir^ tor sfifioim 
applicauons like wet d procesaing 
because) d dTe small rubbensed 
keys and membrane keypad This 
makas raat typing almost an 
tmpmsiti^. fiut now Advancad 
hiainofv Sys^fti s LO nroMi 
ki&yttoard ccHnfi$ to ttia f iaeu iv 

Tb© Sp«mima POB la placed 
ir^Wa tha keytxwri houtfng in 
sodi a My iw aiil ooonect^ons for 
TV. ca aatro . pcpwer and mterlajDe 
usa ports al the f^ar of itie unji. 
Thara i$ no naod to adapt any ^ 
the cofknioe^kins 



tba keyboard faaturwa Itii 
langth apaoabar and a dadcated 
nwnaric pad. Tlia kayboard 
ificraaaaa tha Spactrum s 40 keys 
to 53 Aliha kaya cany tut 
lab^Ung of cfiarBctafB. oommands 
and functions as on the 
Spactrum a own kaytnoard 
Togat^^af wM lia halghl-ad|ifstad 
iay^ of 0>a kay foiM, ttia Lo 
Pmfih aibws for hM spaed typing . 

AMS ara known for nh^ 3lnclac 
drivea torttta BB€ Micro, bul riom 
they toefl thay bavo acMawd a 
high slar>dard add^mtorttia 
Spadrum as well wflt> the fwmLo 
ftpjW i kayboard li is ava^labla 
fiviii aatodad Spactnjm daatars 
or#^by maU pric^ i;49 95 
phj$ £2 50 for p&p from 
Advanced Mamory Systamap 
Gfeen Lane, App^atonp 
Warrington. C^iaalilra WA4 

sua. 
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INPUT 



1 




» iQodon $ 
..computer 
I magazine 

OTiceshave^ "~ 

~ been terrorised 

' recently by the 

, appeararifce of 

^ two gangsters 

who have 

caused mayhem 






^- LondCHi's oompulftf ff^Aj^zirie 
' I ofttcas have beert mnohwii 

.^ul f«cendy by khe appaawiOB tit two 



QAngsfi^s wtio h»v« aiu*»d 
^ mttyhsm and uproAf Thi visits 
^ ww««paflctftpro*no9oft&i 

camfMigp Id iauncti Mugsy. the 



hoping lo grange soma simitar 
ttd of tfitstafdhniBSS for rhe 
CRASH o^Km, but tppSFonlty 
gangftiermm doesn't Stretch 
mwm ftofih thftrt Waitord. There 



)JIJLi-*9 




I 



DKTronlct have bfou^hiout 
a pfogrammable inigd ac« i^r the 
Spectrum TNacwito 
programme Itom Oie keytoard. 
or wWi the mAchtnt oode aoltware 
su ppited . and aHoim ill pottriUe 
Qomblnitofw bo be pfogtajt^med, 



I Q ten^ nghl, fir«. ^c, sU a! ihe 
same time The fcceyboard ^ not 
rsfidered ifw««sott»at txrth 
pysticic er^ keyboertcan be 
uted whie the pfogrem is ninmng. 
TfmpMmxmp^ wy Ateh P-(ype 
joyifekjfid theintwfa^ 
cocnpetDn Wflh Intirt^w 1 and 
Mlcro<iriv03 II aiiso haa a dlrough 
cortnadof ^or add-on expane$kon. 
The progremmat^lo Joypfldc 
tnteriace retails at £22. dS and la 
avo^b^no^ 



Police Investigate Spirit 



Bogus wttwre oompa/iw Sprtt 
Software, who wkWy advertt&ed 
a pftTTia ^M Fi^rmufa One Brvd 
boasted (l woyld come comp^ere 
^i^ A steertru wfMet joystiok for 
Bl 95, are bmtiq bwestigatect by 
LofTdofi.'* Metropolftan Pottce A 



Mr Al«xaixtet i9 being eougtu. not 
ooly by the authoitties, but aiw by 
the severe! maaa^tuss who 
apMp*id Ma advertkeern^nts and 
haM not been paid, Mr Alexander 
hu been i fvttier ahttdowy flgute 
□n trie eortwan vcene for acme 



Urrie, aiid fM name hea been 
ttaeodeiid wmi some other 
oornpenles ol dubious hone^. 

The Kenalngton police, 
reeponettile tpr 1i^ inveeteetion, 
are refcifn in g gheq yee aeri ki by 
itiafl Order ci latorneri to Spirit 
Soltwaie Tlieeesreofihthoae 
cheques wfiich were atM 



ui -^^ V J at the tliTw ol Mr 
AileaiafKier'a dtt e ppaertno i- 
Coitomera whoae chequflv and 
paeW ordera heM been cashed 
are tirilicfilv to see their money 
bm:k 
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Your 
Flexible 
Friend - the 
Interface 

UcikiM rwwrtiiat^ lii» one ^0^ 
thOM obotxi^^ they u&o m ^aoras 
for recording ih« detaN^ of WUT 
Aocess Of Gfardaycard, is trie new 
programrnaWfl inierlace for the 
Sp^tfum trom AGF Called the 
Protocol 4. Jt ts designed \o give 
compatibility of any lOy^idK or 
trackball w»i atedluMyr all 
SpActrum so4f^9to. In M4#rice 
trie Protocol 4 ts a Uy h^tlwftro 
prooraminible ioytflidc InttrtMt, 
but Ti has bMfi ctesignod to b« 
easy to use with c^^i-cand a^yto 
programming cards 

Snap-in pno^wn canls 
gonftgura a membrnfte k6ypad 
and wfth the preset card$ supplied 
K Mertacte four in one: 
AGF/Pfoisk. Itempslon and 
Stndair 1 Of ? Extra paclcs of 
omM ana a va^^bki fior C3 .95 
(p*i*dliiw} 

PrDtocol 4 h^Ks a sida antry 
joyslldc port arxj rear expansion 
port, arid retaLls at C29 95 (plus t\ 
p&p dif«ct froin AGF ) , AGF 
KorAA^naDeipl L. Fr^^post, 
Bodnor Ragig. Wa$^ Syssax 
POS29BR. 



Lawai 9, whck may have twen Ihe 
first UK fimi to sta^ an advwmjre 
halp ^efvioe. have ahvayi i«n1 
wWsfi replies to cpjoriai aboui 
Iheir adHfOn ture gsnaa^ Bui now 
they are supptymg oonwahdnsivi^ 
due s^fieeis which pvovlda 
alphabetical itsts of ttie objects, 
^eatur^ arxl frjckiesi locations in 
each adventure They have up lo 
5&0 entfkes wr>ich should sod out 
mosi advanturOfs' proWems They 
are free to plftyafs wtiq sand a 
stamped ^ddraaaad eciveiope to 
Levat 9 Compotlfig, 2^ 
Niighend«n Hoad. High 
Wyoomba, Bycki HPl 3 SPG. 




Magra - meaner than ever 



^tha wTtoh Mafirasaamea Mi 
tecchy Ha possibly bacausa i^'^ 
Daan faihaf da*ayact (busaa fxji 
runn™ properly again). But 
arnvecfs^a has - wraift andai 
No. thara isn t a review in thfcs 



isaua. Chat s asldng too mudhi 
Everything haa goM oH Iq Dtrafc 
Brawstef «o waldi out in Itw newt 
m^ Meanwhiia. 10 kaaik you aU 
gok>0. here s a couple rt a(3^#fi 
piduraal 



-fr:»**-! i^TH ♦SOUTH aEiSiST* 



-^^m 



\% t^m lh« 40C 



I 




Spanish Action 

Keapan aye peoied for new 
aohwart house VENTAMATIC. 
Thra axnpany is new to Bmajo. 
and hails from Qmrc^riona, Spalft, 
Review copies of aoma ot Oieir 
new Spectmm fotewat arrived 
Icpo iMe lof review in tha is^ue. bat 
fliayi oarWf% t^e apoeanng m 
Oie n^d. Thagvnaabdkjda 
Orazy G/VnDof , F?i# Buiki&t, 
Mmrtmn TunrfeiEs and Wfm:kBge 
Aa you can see Irofn the screen 
belqw. the grapliics are large arid 
wry detailed Mora hews next 
mon* 




Data Clones 
Incentive 



OatAc lone, the 
duplication compwy^ liw 
introduced a new production 
technkfue whK^ they daim wi^l 
hat) combat phacy. . The new 
sysiem is called Power Load and 
nas been developed by ln«4Mivtlva 
Software Umitad tSptai. 
Mcwifa^ of K^i . etc) Tbe 
system fs exdusively Uo&ncBd m 
Dataclone 

H is datmed that mkm Power 
Load tor dupttcation raairfti tai 
cassettes wtiich ore extremely 
hafd to €c»py on any system, e#ier 
by bit oopyirig. audk) copying or 
Qode breaking, as only by unique 
software oonra can the program 
be di4>ticaied bv aw pirvie 

AdditkK^aflv Powaf Loadn u^ng 
deti oompresskm lachniquaa> 
leduoed Itie cassette s loading 
lipa draslicaJ^ V. a C6M 54 by 
twp-thirds and a Sepdnim 
program by one half. 



Bigger 
tncentive 



On the sutsfactof Inoantive 
Software LML. M haa iiMt 
expanctod to the tune of Oarry 
mi StH (S) has ^nea the 
ReiidlM^Med company as 
Co-DrwaiDn Manager 
rtaaporaibfie f Of martiting and 
edtnintstrat>on Heprevioi«(y 
worked as manager of a Ja^ge 




l^w nto*ii ^ bv>^i^kM. n ■ rn I IMI 

m mn n ncBiHW ^ UHfyi h- 

oomputar shop in Heading. 
Inoefltive la now lootdrq 1^ 
another irhhouse pfDorafnmer to 
assist m Its conttnufldexper^ion. 
Thet Ian AndriTw ts obviously 
empire building on the suooaes o^ 
his Splal fitatsi 

Ocean on 
the move 



I have moved into new 
pramiias in Manohestet The 
4 , 000 soiwa toit ol offkpes house 
new fadWaa for Ooaan a team of 
in-houae programmers 

New equipmeril for extra 
prooasair^ power has also gone 
inrto the new Centra Street 
premises Induded bsan emulator 
for ZBO machines with hard-due 
storage bac^-up lor routines 
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.\ 



Emh month rtl |?« choosmg rhe bBSt fmmr from the 
P0!im.ig and, ^g wg/f ^5 pubiishtng tt, fWg#ffrf Wg Wfmt£tS 
worth of son ws 19 of Ms or h&r choice ufcanb^fk^o cosset fes 
a^ long ^s tha/ comB wifhin the £12). /V® had to grovBt on 
b&ndBd kne€f to ma ^dttor (offhissoYOud b&ffBf begr^te^ui^ 

S&nd your hitBfs to tloyrf MBngr^m, CRASH fomm, PO 
Bom 10. Ludlow, Shrop^htre SYS f OS. tc^ni promts^ topnni 
everylhmQ thin comes in b^c^uSG sp^cB t^ preciOUS ( Tm totd) 
t>ut nidomy frfisf. 






Our edHorlal piece In the May issue of CRASH on 
software piracy has resulted in a number of letters 
offeringl differing views on the subject. So too has the 
short piece about Personal Computer Games, reply- 
ing to their gossip column slur on the name of CRASH! 
But this month's winning letter has nothing to do with 
such stirring matters . . , 



I » - « ar^pMdtttf n 




AFtlB 



CBASH 

itiy intoodMdilori io thv 
pifiti W Tiiti Q* owfMiifi^ 
Tilt vrfiil yoy cat a lotorani 
iMii wfio f^ moTMht put MP 
piU ffff huitefid fanonQ mid 



Wtl ttiat §tHmiQQff I ruftticMrf 
«iNGriymfladtB% 



vmMm rami Wmti WOffU 

htia tw coftV^ttf md fit fiiftt 

Nvnmffiw «iviy St tli taytt ii 
11^ WW1 1 thdy()titii«p«'i 

MWM I BtHTfaid btoiMinQ 
Itfough my husbsfid'a 
odtadkin and 1 maoiztnt 
caugM fny ey* - ■ 0bni Kong 
MtfnoftGpnum. Kimund 
im/csyM it tw tlfl!!* I Mlt 



fhil and bmoiht 77^vlA^«HTr 

rdfii^f CMighl Ihtbug. 

Sc ntiiv wa omm homi. 
hcvalMandptoyew 

amya iw. 11 you OftfiltiMi 

pyouftgnMri 



Worn. 



warm c^ w ir? tMrydfit tt Aw 
CAAsTf offlbai -avan ifr iCsifT* 
pa^apinMginiffiicaMlMitfd So 



MtwnA 









4» i said. tli« pkacy arHcta 
proitiplQ^ »d¥df al wrfilfifi. . . . 



GRAMMATICAL 
PIRATIS 

D*arStr. 

I90 k) a grammar s^hcxit and. oC 
c»urae. In ma Junior yeafi a iol of 
tia 0o|iiw)0ygoas on In some 
iiayailiclmittty d^magiiig, but 
I hnM aiwani pe<x»l>@ wte wouM 
not t^ a QAma untua iMr trl«rid 
gavatnam a com of ana of hl9. 
and vtoa versa. So, ib^re you 
hive hwo games pyrchfised 
hnslead of none thiS isnl |us1 my 
dpMonH bul i leol it is quHe a valkl 
pOiH. 

Ttm A/nold {t4). Wlabach, 
Cantba. 

HW tf»t fflatffarnafics sound Ana. 

saitwure houses agra^ 



DON'T KILL 
THE GOOSE 

Raiding yc^jr magaz^n^. I cAfrm 
aCfOaa D.H s letter on copying I 
kmm ttiE]t rLleoak copying hi 
dta^upiing software housaaH but 
wfi»n you manage to sorOiifioa 
Eha cash oti yoyf parents lor ma 
oomputar , thara la no cash lell lor 
ttw cawofle laoortter, TV. flic. W 
alOTMi lor iti^ caagHlaB at £5 pkJ3 
You jusl cam afltord tt 

Howevar, software houses 
should r\ai ba loo dismayed over 
G£hooit»yOCipylris H makes 1h«ir 
gamea popular and far irorn taking 
profits away, Ihey ^ttrrwiLata saiM 
Spectrum garnea^ for ^ampla, 
tr>a aaaiasf looopy, outaal al 
oGhara, CompiMrs vvtitch have 
sophtaticatad proiactton ara not as 
popular, arxj poces fof gam^ are 
much higher - a g Dragon. BBC. 
Commodore. I agn^ Uiat 
OMVim«rdal odpyirig ift wroog. txjl 
ba caiafut aolhvara howas - dor«l 
ktlH the gotden goOSe 

tt. Parkar (addraaavvithhaldtiy 
raquesl). 




P&fhap^ yDi/m rigftf . BUT, 

making a gAme fXtpufBf r^n'i tfm 
aama &^*ng bs onstirmg £^a 

propmr benefit* 



ORGANISED 
PIRATES 

Dear CRASH -^rs. 

Interes^ng edftoriat in iaaue 4. 
The main aim xA software houses 
seems Iq be to make it impossible 
for ItidsflafldMtl piralea lo copy 
'ipes^ Howaw. sfgiftkaad 
pirates may baaUato aftofd to 
buy Tfie devices avaiiabde, 
oKamdD^ them and find a way to 
reverse itmt atfocte. 

Hopefully, ihaea aoojity 
davtcas will be watdindo^ed to 
see thai rhey only go 10 
rosF>ectab}e softwuie houses. 
Hpwev^, wtiBl IS !o Slop pirate 
taking ovor qr creating a software 
hoiwt itf«l Ihan uy pflietr 
fnadili la to plraia tapaa aa a 
skMine? No sacunty device can 
be infallible 

Let me conf aaa. I aqjpy 
braahirig rmo programa - bul only 
Doaaa^lor^doJt tdonotplrala. 
nor do I condone in. Thenaara no 
pirate tapes m my coilaetiCNi and 
Chara nevor will be tt untsfaakailto 
sysiam^ mean no rrioro bfe^ing 
ihto games tof me and ihoaa like 
me, well thefi rm wilHng to pay 
that prioa lor a aaoure Krtyra of 
aoRwafa houaefti 
Br fan H Longstaff^ 
Sivertieid, S- rorka, 

Obvtousfy there's noMng to Atop 
pirates takmg 0}feforcw9tng a 
software house ^ know of se\/erBl 
peop^ ¥ff}Q hAve done e^acffy 
that FortwiBMy the pobce are 
tookin^ for tfwm «varr now. 
Secunfy <iaripaa ara fmdfy Utefy 
to stamp ouf IPMafcopyAip or 

frofT} if^^fing Info th^ software, but 
obyw^ tfie soihwa hoijsaa 
hav0 b99n 9i9rmed af JVw #xtonr 
of iftega/ copying end the gormn^ 



hvefotfgnorancB m&tnm ted 
pmpfe ro belies that tt ts onfy 
ftrtfe m^^ whmthmmam ^ doing 
feaity? ' By brmgtng if into me 
open a$ mey frave. at ieasf the 
^ub^c! u g^tftug an atrmg. 



SEEING SENSE 

DMirSir. 

In the May tSSu^ of CRASH 
Ihar e wa$ a Mfef lealLif ed wnfte#i 
tiy a grandparant atmui piintjng 
games keya for piriatoa Irawl 
your repiy and Tor ihe f rrsi irrw I 
^w s^i&a Batora Chrtstmaa I 
WM with ihe Pkaiaa. now Im nat 
to sure. K t%Kve m miggefiHon 
tfiough - why a^e games pirated? 
QfOI It? Yesi becaiise they're 
exp6fisive WHy^ 1^ shoui 

What s so apwM about &ome 
plastic arid ddKidO tape with a few 
beeps on ni We don t know» 

Fair enough, The progremmefs 
must be paid, but wtty is triefe 
S4x:h a pnce diffsivnce? I am a 
great fan of pop mus^. tKji do I go 
around swapfMng copies of my 
records? NO\ WHYi Becalus* 
thiy don't take aii weeks fo vsw 
uproFonanavaraoaotCl awaak 
pocket faonay. Sciplaaaa, 
software houaaa, aava your own 
necks and put down the pnc^ a 
bit 

N#i4 Sumser-LupBon(f 3^, 
Norwkh, Noiiolk. 



We hav^ ^iresdy made a menlton 
in &n ^arif&f editton of CRASH 
tegs^drng th0 amouni 0/ moimy a 
aoffwof^ ttouse m&ke^ from sa/es 
Of ca^satfas co^tSidomg the 
numb^ofsiitm comp^^ wm 
ttiose m the mLmtc induslry t 
wondief. though, what the 
software fHHjsesi ectuaUy have to 

Of\ to Si&O&iefti^jchY mamr 
our tetovatf adtor's snappy 
f&jotn(t<^F to P^mofml Compute 
Garnet magakmt 



TRASHY GOSSIP 

DearCflASH, 

rva facantfy bought t^y« 4 wnd 
raadan artoie called if ashy 
Qo$Sip I \hif\k it s totally wrong, alE 
thai rubbish about PCG lb better 
thiiiCRASH Ibijybotli 
maj^ttnas B4>d find that your mag 
m much better Youf reviews are 
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mnj^Tfr daiariecl for a giwi. Ldls ol 
PvG tft hSDI^Qft Bfid fidvsfts 

JavhI KAnnii ntyysfofi, Itofto* 

Thanks, Jmvi^. Jason Wmf wnsrff 
quire tn rngm^mont though 
IM 



SADDENED 

D^mif Mr Kaan. 

I lotaMy agree wnh you on. the 
•ubiKt ol bad loyma^sm and 
pommenis between magnzinss 
PflrrwnaJ Computef Qtmm tai 
fTommyvww olitasagoacl 
rnagauritt iAvr £hat pttraicaly 

atootit your maga^^r^ B U T th« 
luvwilStv ol tfiat edrtmal dtd NOT 
n#M lobe ooufHef -attacked m 
ttm Mtay your did in your &ditonaJ 

It Wl» so ult&rly f ubl6 Of yOiJ tO 
k>^MpfSf yrajT^f Id itie frtandard of 
jourr^l^m blatanlty stewsd by 
rha! magaztne Al yoii dM wM 
f even to Wm ctvldtoh tiamani 
apparertl m the FCQ pfaoa 

I can't aicprasa how dad I (eel 
IM a Afngazlna of such a i^ualty 
Ngli Ktanmfd had lo ^toop no low 
to make its ariggr known It wasn't 
f atliy r)acM»afy lo do thai ; 
aitydha could see tow 
tinmalig«fii the PCG edtioi^al 



Ptease. you ^JhoiM know by 
now tKat rwo wroogs dofi t nwe a 
right Donldo^tagam. 

iaaon We«L 
Orptftston, Kmit 

A note on my c/esk (m a^itana^ 
kmghmdjtiatkm&m&e^thmt 
«¥&n edMors taw bsddsiys 
sometimes, anrf flogef Wean Had 
one Ifiafifa^. ^to goe^ on to nay 
tf^rta agrees w^ jyoi^ Jasoo - 
rwo wrofms doo'l make a rkfht 
LM 



L« 






to 




HAVE MQflE FAITH 

DearUoyd. 

A couple o'f weeks ago I saw a 
snippet In PCG It rmsiakefiV 
caded yoyr magaziine TRASH in 
anatt^^nptiopulyoudown I was 
about lo wrHa tQ Ihem abcM Ihe^ 
cfkildishAasa wlwi i saw your 
equally chMMl fflply Irnaybe 
OfilV 1 3 tMit I am M abOM skIi 
po^ nUes^ nam&callrig. I ate 
ho|M yOM have rrKpre &th Ln your 
raadiMi than to tbtnk they w^H be 
put off your nrvagazine by sucti 
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do Rfid youf 
fMOBzine to be a good one. w^ii 
worn 75p. so plaai« donl spoil It 
with such ftrtkJas. 

A.C. Rawsion. 
L»ds. W. Yoftcs, 

Such tickings oft show you caro. 
mdyour atriti/de givm us fanh 



COP THIS PAIR ( 

Dear CRASH. 

Thank you very much for Ihe 
mo^ encouragtng rgvi^w of my 

Eograni Mtr\dbend&r\ wtildl you 
atured m ibe May issue 

I ti^ seen a galwy proof 
pfOvMed by Qllsdft bifl it was quite 
a (hrtn to buy your rnagaz i rw on 
day of issuA sriid see rt was part o( 
a tive-page anide 

Did you realise LHal 
MmdbiindBf is, in laci, a iwo-part 
idvmhjf«? Chi me rmane side of 
Ifie tBp« li Iha seoond pifl of the 
mission^ playable once yoaj have 
eecafjed from trie undergropurid 
complaxinPaflOrfte 

H IN omQMaiUUllNX) BL 
N o BjUf. - "J R "SPiL N 1 

1 




Pm T*i© mM tei^ wfflten by 
a c^^a^jiiB of mlra. who also 
ooBabofBied It tie wrttng of Pan 
One UnfottuMlslyllSnevefgota 
nufHion on the csMitti 
packaging.o wTtldi alio neglecled 
tOfiianMon 0M Mtndtyender m in 
two pens 

Jusi for the repord. rny 
coHeague Is Bcian Jenkirtson. and 
l»k^ me. he IS a poltce sergeant 
witii the CambrKigeiiiira 
Coratabuiary Also^ )iiil lo ahow 
you thai youti^ IS not tfie only 
reqult^Bment needed to wrtte a 
progrwri, I II tai yoy that Brian if 
34 and t am 39 y^ffs okJ 

W^ are both rKiwenmiied in 
wrjbng iunhm advaiilufts and 
have oon^pMed one alfeady. 
caltd MadQ^ Manof, Mae d kiw 
ID vay « inn gn an MuiiHiue 
amoiifvc tm af^|oyfMOl ^ wiiDfiy 
adventufWv andany mi&^ tnat 
fMiitare realty lust icing on the 
^^ so youf review was nKsl 
Qfviffying, 

PJLStyfvSp 

Whittleslord, Cambe. 

V%s. we thought ft a httie odd that 
tf}i»m w&ta no in$mjctk)ns on me 
tm^. when the program tmpltes 



^t £hey arafi Ton-screen 
because r^ey may be found on 
the insert^ Lookinh tonraf d 10 
iMadcap Manor* Biit /us r to sifiow 
Oiat you cant pfease everyone, 
wv race^ed^#^t/>er ierrer /h:>/Ti a 
programin&f. . 
LM 



KNIGHT DRIVER 

CRASH Focum, 

Hw toene IS sei on a Ueah grey 
Salyrday mcxrwig. as a machine 
ooder lies slumped over his 
Spectrum It's a. 31 am arvl the still 
room IS disrurbed by it^ 
rvsvai -ondkr>g bck 1^ whilr ol yel 
anothgf Mwo Drive which wont 
stop The pcogfammaf ts 
awakeoed by the sound Of a 
CRASH Id the letlufhox 

S 32 am -and leiiha reocSng 



9. 1 2 am and the nama Kn^m 
[ktvar emjpto from the page. 
sbMng vague shoves of 
rwogrition In the still sleepy miiid 
of the progr amm^ I^Uhhslhe 
game he wro^e whil&t dtscovenng 
tie Ifmr Mrlcacieaof the zeo 
pitmsaor? Read oo. 

Hey f Whet s th^? 'Qxrtair^ 

some BASIC rtojOysBclf 

optk)!^ can t cancel ind game 
report.' 

No^ surely itiis oant be nghl - 
zero cancels Che fepon as wai aa 
iti« demo Both Kifiipeton and 
ImailaM 2 loyMohs are 
auiomafca% deiecied and the 
game is thonxighbred machine 
code 

Oh dear, Mtiat can \ do to rectity 
thffi situation'^ Why, I rrtusi wrJie to 
CRASH in tt^ hope they wiJI pnnt 
rny letter Thus said, here ii ^. aixj 
wtxj says prc^rBmmers doni 
have a s#ase of humour? 
CliveBfOohef (Knight 
Drlvcf ). Ashtofd, Kent, 

T^an^ jTOU. Cit¥e ^K>ufd you 
ptetef feviewmQ m ptvgram 
wrf^ng ^ihemm a v^&ncyiust 
coma iip? Ihe tMttowput^c 
gitbetmgeiting qufte packed 
with ex-ravfawafs. 
UM 



SATISRED 

DevSir. 

Atief reeding the ftvlew on 
Fig^r^ Pilot in Itm Min^ I^M o( 
CflASH/ljMSthadlobuvrt B^bs 
aM tlie shops b my area had sold 
oul of ine game I deckled to b</y 
one tram your maoe^irie's mail 
Ofdef. 

I sarH qA the poatsl order to you 
flfst dass. and amazingly received 
ttie game tfvee days iate< So this 
MMr )i tut to recommend any 
other raaders who nave 
oonsidarad sendir^ off for games 
to do so without hesitanonl 
Mark Han'Ison 
Reddlich, Worca, 

i was told by the c^arrizens o/ the 
MO depr io pant th^ letter ornsk 
I /heconseq-Lrences? They made 




me an otfff i couidhlfetwet SMT 
on #?e aolj^ of ma# Of tf e/. Isirf 
o^ a lieaf haf^ note, y^e conimm 
to rece'i^ feitafs fmm people who 
have hsi money attar sendmg a to 
Sptnt Software 
LM 



FORMUU NONE 

DaprSir, 

AAai havlna S4ien page t to In 
thi Uiy CMSH, i would like to 
bdng to your aosnllon Spim 
9Mtmn,whQ§a^i em&d i 
program caJled Formuia One. 
ptusa steering wheel for £S.g5 

I sem a cheque t>n 2ZZ&A 
which was cahsed on ?9^ Z- 84 . 1 
tiave raoalved rwlhlng. Arapareniy 
the addresa ia an empty omce in 
Ken^nglon and the teteptv:if>e 
number is oorManty engaQed. I 
beHava Ihai Spirit has riot paid tor 
ttsadv^fWogarid I ^m resorted 
to lh« (Ml that my order will 
remain unfuinilaa and that I am 
unUkaiy lo receive my money 
had(. 

It has been a pa^nfu^ 
ei^i^rienoe, bm ihe issue is this 
How far^fiaachlng is GD5H s 
sphere of actrvrties'? We all know 
ttiat Ultimate Ice example, are 
unlikely to deteun. yet. 
paradoxically, these blue-cNp 
companion are the ones GOSH 
prplecla lis from I woutd hope that 
one diy I wcukj be able lo »end a 
tfieque to a orie-man opefilor 
wltt^ the same oonfidanoe aa one 
aertt lo a biggte. So. please 
GOSH, rethink your 
resporadbiUttas, or ara you 
declined tobeoome a tedidog 
wittiout lfl#th? 

Mama a nd address wHhhetd by 
f«<|u«st. 



tf you have senf n^Ofiey or 
ch&quBS io SpMt Softirarm you 
are indeed, unkkefy lo gat 
anymtng back - certamfy nut the 
fictfUous Formula One with 
sfeaning wheeL and pf s doutttui 
whether any nmney Thoaa 
fortunate to have Bent cheques 
Isi^ m tfm day, rtiay be iockmr 
the MMTwoiran Po/ice ate 
Mvan^tiQMng Spirit S^rtwm and 
it$ dre0i?r^ and have tmen 
returning uneiiliarf cheque 
whivhfhaYha\fetoimd, CRASH 
a^ tent hr fhe progmm some 
months back, ^nd oor uhoque 
was uncashe^ o^rd has teen 
ratumed by t^e po/^re. ^^^one 
iftfto would Uke to check !his oui 
wiih the pokce can rmg 
KmrngtonpoBce station, 
teiaptMmOh74t627i 

Aa ki' Ihe iwpons/biAiirfls of 
GOSH - tt fe sMra^er eariy days. 
Vofuniary organ^atk}n& such as 
QOSH do lib mm to 6ndmak 
teet\ and ot courae remain 
jpowedess tn many 
circumstances. m>gue 
companies hammways made a 
kmng tn any marked mdrto 

protection ^y^tem van conlain 
ifiaf sort of^mg, tt can onfy try. 
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THE GAME 

Deaf Uoyd. 

I Am onty wrtlina lo say wtiit a 
Brwimagyou puBfish t^ also to 
t*y trwnks for bnmrdifig rnry 
mm to Li2 Hftnto tfMMTohef for 
Vottehjre TVj Atvo^ent trm an 
ipplicaton form for tNr nev^ TV 
pfoeramrrw ITw G«r7i« 

I w«nl for an audition and wm 
ludcy enou^ (&b# chosen io 
iiipMrofi TV Hi play T^e Qa/ne 
(AdMHy, Ihom'a ttv^a, biri E can t 
gN loo much owtty.) 

K wH to tcfverMd in July 
tHQugti to August 00 Mor^tay 
nMr UMbrtun^aly thef« ai9 1^ 
omMU m on the sfiow (exc^ 
n^Koormadcting an artsde I had 
wad in CRASH (MayJ 

\ vvoukj liNe to dOM by aayJng 
Hi' 10 all the others who also 
app^red on The Garm w 1 hfKW 
ihey know your magazine. 

Jofiathon Slainaby, 
1 Stiiplay. W. York!. 



$00* RMdmg CBASH can &¥mf 
gel yOt/On fo the t^i^f Hopefutfy 
Th$ G&fne wiliprowe popular, ana 
&^ fMmofkad mrougfmut r/ie 
aHmifflaMon. 

m 



MR. ANGRY 

rW^M §mmn vwa mWm BB H WW 

pnMbtv saw a tUrthar 50,000 
p^Qpla from dc^ng the sama ^id 
itould dror up one vtW poknt 
Onoe and tor ^. I have founded a 
Hotibfl (axnpLTler games ) 
■ppradfltion gQCK^ty and the 
mIMasifr tmle lark wr>o wm« the 
MttrheadM 'Black ZXTal and 
loi/i I brtfig imsaH ID say n?) i 
queried I ttiricrafcflip li twice as 
good as that boring game, The 
MotM\ dasarvaa fiis aplean 
ruplurtd 

WHTdara ha comparo Ihe 
ifiailiiptoqe d 40K oF pure 
fTwiiina ooda wllh the ru^^M 
28K o< (badly wrtmiY) SASIC and 
woma MH&m^ machine code 
miinaft wrtik^ Irequenity crash in 
IMM0S 7 Qxfiad with the 
fabnoil) identical backgrounds 



«nd the pathehcaHy antmated (7) 
biQte { whch sMm to have about 
as much i nte^iig^nca aft a daad 
rat) makes Vaihsm a worid baatai 
as far as a w&s^ of money is 
concerned. 

How dare he compare the detail 
in Ttm HobM (sij(^ as each 
charadar babw given a 
perTonaltty and tnvemory) to hadty 
written njbbish with the tollowing 
lealiires' ii more ttian &jx obiecis 
w« dropped cm BcrMfi ( the 
compyter can appafentjy on^ 
hold six tor each location) Ktepto 
afrt¥e$ (kteptomaniiac - gal nil 
and fuck^ up what you <^ 
(presumably to flop Sie game 
from cfashing); you «t an 
out-of -flcreen errof ifyoy try to 
type in somettiing when other 
tbngs are happening, it a pHnter" es 
atlaohad. ma oorripyter oAren 
goaa laywlra wWi nonsense 
spewing out of n. 

I m sura the 100.000 Hoi^t^H 
fans oui there agree wHh me in 
saying that TheHobbft Is. and will 
remain, Itie best and most 
aoflhMfctfed adfvemure (at least 
\MmSh9itockHotmmm 



I hqpa that has danfkKl me 
MUiion and rK>petully put a few 
mMialraatfiwasseethir^n If 
anyone else wouU hke to wnte to 
me Doncwnlng the Hobbtl 
AppfeciatlOfi SoeMy^ ptMse 
send a small Mampeo addressed 
onveidpe with your 
oorrespocKtonoe ard I will reply to 
you pfompdy. 

Nieet Foster. 

!2 Maddief ttetd Lane, 
HlnakJey^ Leicestershire L£f 
ORB 

WalL i thmk that's cartmrtfy 

- whale \/9f you dio, don I siant m 
phone down, ple^ef 




LOTS TO SAY 



l^earEd, 

Lots to say so wat be bnef and 
to the point First, t agree wUh the 
tjloke m la^t rnonih's issue headed 



SCToJ This IS no! worth the C7 95. 
Or>e tt's alow, iwo - 
oomprehensrve ^fistmctions are 
vtrtu^i^y non-etisTenl, thf ee - 
there are many other games more 
devious, sophitsticated, taster and 
InterMfting than rh^ Not that I 
want 10 l^e away anythi ng irom 
Camell. you undeistand but thts 
game seems to be as overrated in 
computer games as Casebtafica 
IS in fitms (That's one of my 
lavourite Hlrns^ LW 

Second In taslmonlhs^ssuel 
was highly i mpressed tiy the 
developed EriQiish and generally 
intelligent review competition thai 
J. Singh and othefs prenried, 
Ydu yoursett b^ the ^ndMl In 
the cornpefMon was high ithen 
oofisldered wheiher Jt might be 
WOftti trying this on a permanenl 
basis as If were, a ckuer 
retatkxishrp with tn^ readers, tfius 
nukinottiereadefifiasi more 
retsJcedwHhievfiewefs with 
whom they can relate 

Thhrd When^sthaiarticlaon 
toystlcki you promised going to 
maiemUse? 

Fourth AHhough It doesn'l 
eompletety spoil nwfi»nlhly 
reading , it does Mwa ma Aghiy 
as I View the seemingly endtess 
taping errors Of prinilrig emon 
wrddiotipup Lastmonthl 
counted 20 ptus giving up 
eventusFPy n i\ gets any worse Tm 
Sure your read6^ will tm sending 
MT^ending bners lor you to cnnge 
a1, or undoubtedly more temfic 
poems from Msrtt Harvey. 

Spec I, 

Stockton, Cfeveland. 

Jib f**f e the po^nls m order I h* w 
no strong Views one way or the 
omar about Btaisk Cryaiai never 
Hwifwipof off bMS twmil Butt 
db kno w 0M WMh of Mhurm 
comes comptoie tt#i tfie mlu^t 
tmtrucOom poss/Me - n weigns a 
tonf M to r^adart reviews - this 
has bean under consfdmn^On 
The irou^ wjfh if i$ i^fgety tfte 
insane schedtik^ foi e monthiy 
rr^agaztr^Q. which mean wemuat 
M abto tlO absoluiBty raiy on 
mat^^ con^tng in whw it's 
sumiosaisto sumhetdaaiaam 
undaf c^om^derahon Thafaystick 
ertfcte wUi happan. but we 



d^aySd a tfacai^0 ev^ty other 
mag&^ine unde* the sun did rf to 
death fu&i j>#/ore Chfistmaa, aiao, 
ih^tahas tseen a toi o/ 
davalopmerrts m mfartBc^a and 
joy^tiam amce, so the mateH^b 
bemg looked ifjio wrfh avmwm 
an aufiimn arttcie As i Ihmk ihm^ 
pomted out deto/e, CRA SH runs 
to an enormous numDar of ¥^^0i^ 
each month, pnobabty tw^ md a 
half ro three Ibiiee as many m any 
Qihef$im4arm§(^xlrm^ Vmttm 
be^wtHtnthawoftdyouara 
going mgat arrom which go 
unsponadtnovar 120.000 words 
By my rough reckvnmg. fast 
issue's errors fan re a mie over 
l^^ftna ft>ra/ wordage. and i 
dont thmk ttm'% IPd bad. chcugh 
wetrytr^ cufei'en that bgure 
dowf> otcQur^. And anyway, 
you're right - Mark Haf^ey has 
donaiiagain 



Dear CRASH. 

Many thanks io all corKerned 

For puU^shing my better „ 

But biii to wrap ihin^ nicely up 

I'd ma to make alt better 

My poem w« nm an complete 
In the eeneelhe wqrd is kfio¥m, 
For twelvafVilsiakei w«fa ommed^ 
Bui you addttj A ef your own f 

Wliy eie theie eo Awny tpeMng 

nnstaicee 

Than any other magazine 

■found? 

Bogause there's so much mors 

writing 

Than any otfw megazme around! 

G«mes I tfioroughly 

rvoonWMnd? 

Well rKTw.leimesae 

Invasion of the Body Snatonas 

Trashman, Jetset W% 

With 60 rooms and 79 objects 
Matthew Sm^th I mi^ commend, 
Bui me gteBsealn Corsatvatcpry 

Hoot- 
How^ Or in go flKind tha bend 

(Himno«*iedy) 

Crash ts the besiesn mag aroiml, 

Tbeoniyonerorme- 

So rmidn is padiced <n Co read, 

And tor |yst 75p. 

S.F.N. Marie liervev, 
Tadcaster. N York*. 
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Pool 



Produoer: CDS. 
Microsystems 
Memory required 16K 
Retail price: ES.95 
Language: mactiine cad# 
Aiithor: Mike Lamb 

Poof by CDS is hardly a brar^d 
new gait^e. havir^ emerged rn 
the middle of las! year But 
most sucti games were 
released before CRASH 
atartOd life, and il's no bad 
Ihlnii to catc^ up on a few of 
thsfii, especially if tfiey have 
been popular, and CDS Pooi 
oertalrrty has, femaifiing in I he 
charts all year To celebrate rts 
continuifiig popuEanty. CDS 
have now repackaged the 
game in a new cassette cover 
whicti ffiatehes the style of 
thetr recent releases. The 
ganfia. however, rernaina as it 
was. 

Each version has its owi 
peculahties^ in ttia CDS Pool 
you start eadigfime wilh three 
balls and three shois. The 
obfect is to poi all six baltt on 




A bsttfie Qn Ui# iiQoi flffler baize in thi newly ripfckaped COS Piml. 



Ifie table, three red and three 
l>lue Aiming the cue ball is 
done by moving a small trian- 
gylar rr^rker arcxind the edgB 
of the table, the ball being shot 
towards the marker (not in the 
Qfiposad direction as happens 
in some versions). The marker 
is moved clockwise or anti- 
. dodicwise using the S Of^ A 
keys Speed of shot is control- 
lea by a five block bar below 
the display area. After a shoi 



RTLAnTIS 



SOFTUIflftE 
LimiTED 



URGENTLY REQUIRE MORE 

HIGH QUALITY ACTION GAMES 

FOR THE ZX SPECTRUM 

If you have written an exciting 
and original game for the 
CBM 64. Vic 20 or 2X Spectrum 
we would like to talk to you. If 
the game is good, we will pay 
high royalties on world-wide sales. 

In the first instance* send a copy 
of your game, together with 
any instructions to: 

Michael Cole 
ATLANTIS SOFTWARE LIMITED 
19 Prebend Street, London, N1 8PF 



has been taken , the speed set- 
ting returns automaticeily to a 
value of three. 

During a gaine the number 
of shots remairrlng will 
decrease by one for each shot 
made, unless a ball is potted 
on that shot when pI will revert 
10 three After frame three, ihis 
is reduced to two shots. Any 
toui shot results in one of the 
piayers three start balls beir>g 
removed. 

Scoring is done by giving the 
blue balls 20 poinls and the red 
1 points. Pool can be pf ayed 
by one or two players, eacti 
score beirig contirKiously dis- 
played. 



CHmCISM 

• "This is an oKcellent copy cA 
the arcade Pool game {whtah 
is. in turn, a copy of reaJ pod?). 
The graphics are very good, 
the t^lJs moving accurately 
and srTKKilhly. Settirvg up shots 
is easy with a pointer wtiic^ the 
cue ball will aim for. I enjoyed 
this game and found it rather 
addictive (mind you. I am a 
snoo+ier'pool fan J and \ feel 
ihai all Spectrum ownen 
shou(d have this in fheir collec^ 
tion, especially if they enioy ttie 
mal thing teittter video or 
tbbV) M $ a shame you cannot 
arrange the balls on ftie table 
to Iry out new or trick shots 
Overall Poof is a very good 
game; 

• 0/ afl the ver^hns I have 
ptBymi, / suti ihmk rh& CDS 
Pool has the b&st graphics 
The movement of fhe b&lf$ r$ 
mry good, smooth and con- 
v!ncing m lihe way they 
rebound. They also come fo a 
rest mom fBBfisticBtfy rtian in 
any other versk}n, and ©very 
bit m well as the d&dicatBd 
arcade version in my focal 



pub The colour h^ been wefl 
used ' there isnt mych room 
for a/ferafjw? ot course ~ but H 
aff stands out well. Ptaying 
Pool Hes teen rriade simpie, 
espBcialfy as Ihe cue marker 
, cen be inched very finety by 
tapping the key. Holding the i 
key down wiff cause ft to 
speed up so it doesn't reAe f 
age$ to move eroitnd the 
table . Definitely the bes t Spec - 
trum vemk^n, and if you 
havent atready got it and you 
tike table games, then you 
shouid ha ve ^is one. ' 

COMMENTS 

Control keys: AJS mov«8 

cursor antictockwisa, 

L = speed ENTER to shoot 

Kvylwerd ptay; simple and 

respormive 

Use of eofour: well used but 

naturally lim lied 

Graphics: good movetiient of 

characiefs. well lajd out text 

and scor^ 

Sound: well used with 

rebound sounds and a stndeni 

tone fof ttie cue cursor 

5lcilllevaia:2 

Uv©s:3batfs 

FmIutm: 1 Of 2-playef 

gaines 

Oefiefml rating: felt to be Itie 

b^ Spectrum vefs^on, a very 

well done implementation and 

good value tor money. 



Us« Of computer 
Graphfce 

Ptayability 
Getting started 
Addictive qualities 
Originality 
Value form o nay 
Overall 



79% 
75% 
76% 
90% 
78% 
65% 
87% 
77% 
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Use your sHlll and Judgement 
and play like the professionals 





a truly amazing version or 
the game of POOL... 
Spectrum I6K/4BK 

£5 95 ==. ^ 



^S^ 



iBSmSMSIttlB^ 




CDS Mkm Systems 



' dn-ttct from CDS Micro System* (Trad« «nqulrt«» w kewn ) 

Swid Cheque or RO. To CDS Dept. lO.WeftHeld OoM.rickhlll.Doncattvr DNlT 9LA.Td:(0302)7MI29t 
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...with the /fife%0nf Joystick Interface 
from Cambridge Computing! 



•*m. 



••Si^v 




m 



t 



Nb^MlcrtKlnv^ compafibl 

«li«k Sep q^nuipfg # akilfpctioijlalj 
rpswitotiOTaqtfOn^ 2 tripeperTdennt i 
IJunonii ■ aiur^M^u 9 pin cdnnet 

ape £^wo|is0 pfograil eoatiles 1N& 

inteiiact t^ork on AU. dbftwatie # l^e^s 
a-re^jorcl of allyour game^— ^fyou only|ie#d 
^ prograrti it for each gart^ ono^l j i J i 




/ 



:AliBR|PCE COMPUTIN 




'Di}tQn W^lk,paijbridg9 CB5 e02l"elephon$ Oi 



)^ 



ridgs CB5 e02Telephon$ 0223-£l 445 1 
^ ■> 4 i 1 J I i i 1 



^X 






s//^^X^V 



VX>V^^ 



//:! 



Mtiv up 10 28 dayi lor ^e4iv^ 



'/s 




FootballGknne 



Football Manager 

Designed bv Kevin Toiri$ *^ 

Some of the feotures of the game: 

* Matches In 3D grophics 

* f ramfer market * Promotion and 
relegation # RA. Cup matches * 
Injury problems * Full l&agye 
tables * Foyr Divisions 





* Pick your own team 
for each match. * As 
mony seasons as you 
like ^ Monagerial 
fating * 7 sKJII levels 

* Save game facility. 



(kSCtlHS 



' DCai Chart 






jiV^ EHnanN'4tafiiUMniNi4vw "^ ^ ~ 

MW*at>hai g p ig wno amAi 1^ ij^iqk*^. A<iiHe1k^ Ocpiipa c.««3tni^ ^'^^'^^^ 




SINCLAIR, ATARI 
COMMODORE 

COMPUTER REPAIRS 

by the 

SPECIALISTS 




Vblkers 



COMPUTER SERVICE 

AND REPAIRS 
Trh'iiiiK: ■ :■, ,m 

iihpii'ii iii[iii<Mi|iii«ti 



WALKtRS win repair your MICRO quickly 
and efficiently. 

Services available to suit the Customers 

requirements include "one off" repairs and 

Quotations, 

Most Repairs wiU be in the range 

C16toE30 

subject to m^hine 

FOfl iNFOnMATiON 
PHONE 021 643 S474 

CALL m AT 
5S OXFORD STREET, BIRMINGHAM, BS &NX 

OR SEND $.A,i, FOR DETAtLS 



STACK 1 00 LIGHTPEN - £28.75 gives your computer eyes; 

(Not witiliiw f<ir lh« Speclruml 



> 
> 

> 



SLR 

flTACK LfGHT HtFLEf 



AY^Me tor rhi^ cBfyi 64. vk: 20 ml 4eK 

Sinddir 5{»ectrum. iNs quaMy rito oonws 
cofflpMi witfi thrw exdtmg games arvt 
conriicfe to ywr OKupulef mifi 12 ffiet of 
c^bie Tht SLR fHM you in # d^fflmnr 



£29.95 



Pl«a&e ^^fid ftie A Free broc^^e, pn^ ItsL and 
Name .„ 



JUST TWO OF THE EXCITING 
PHOOUCTS IH THESTACK 100 RANGE 



THE 



STACK 



RANGE 



■+#»^>»***#*+M<**fcT4**M 



^ hivf^ P> IM '-A^A ■«< %4 ha 
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CBM 64 Accessories 

Cidndges:' 

HELP - over 20 ertra commands, d«asse«Ttbler and 

machine code morHlor. DOS £lt»T9 

SUPEBHELP - as H£ LP" biri wtti a ooinpfe*«nsive 

? passasseHmUef C4flb39 

ARROW * \o&i% and saires a 32K program la$ler than 

a 1541 di^ c»iv€ (u&e wrfh 1 53a€2N casseUe deck) 

£33.35 

ARROW PLUS - a& ARROW but wrth a 

tompfehensfve &502 a&^embker (44.89 

l-SLOT MOTHERBOARD * (sMtttf^) C33,3f 

md I Ml rwfpe gf printif iittirtoGft. 



STACK 1 OO hi, 

CUSTOMER INFORMATION CENTRE ^ ' 

390-298 0«rt9yn 030 BooWe Liverpool LZO 8 Lf^ 
TrodtEnqitpnts 051-9335!»i i asitlor Tr»i}f Salft 



All phces 8fe inclusive of VAT ami deltvery 
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The room is darkened around you, 

concentrating ati your attention on the 

britttant green baize of the ptaying surface 

under its hot overhead iHumtnation. The 

tension of the audience watching from the 

dimness of the surrounding stands is almost 

paipabte in the air. Youcoutd cut the 

atmosiphere with a knife! 

Your opponent hovers momentariiy, poised 
over the edge cushion, one foot off the floor 

for better reach. There is a tight click of the 

cue and a double dick as the cue bait strikes 

another and then another. 

A sigh from the audience^ lt*s your turn 

again. You chalk your cue tip and examine 

the lie of the baits, briiiiartt colours gleaming 

on the green. You see your shot -a classic - 

take your stance, lower the cue and, 

breathing easily, line up the shot . * « 




Despite considerable competi- 
tion. C.O.S, Microsystems 

have remained at the top of 
many software? charts with th©fr 
game POOL for a gonsider- 
able iim@. In r&cDgnition or this 
(act . C.D.S. have now com- 
pletely repackaged the game 
in a siunning new cover 

If you have never played 
POOL, or if your well-u&ed 
copy is wearing out the baize. 



now's your chance to win one 
of tto newly packaged ver- 
sions. In association with 
C.D.S. Microsyslems^ 

CRASH IS Qiving away 50 
copies of POOL to the first 50 
correct entries drawn Irqm tfie 
bag 

What you have to do is 
4@x amine the word pu;^(e arxJ 
ring the letters therein thai 
meke up the 1 9 words Hsted 
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bilidB It. AdditkKiafly you 
must cofTedty answer rh© fwo 
quesiHjns below the puzi!lo. m 
in your name and address on 
the coupon ind then send it to 
us breach the CRASH mem 
no later ttian last post on Fri- 
<tay. 27\h July The first 50 cor- 
rect entries drawn wilJ each 
receive a copy of C.D.S. 
POOL 
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1. Who is lt» current UK Pool 


champion? 




2. Name TO 


CDS. game 


ti1J«S. 





fill in ycKif narm^ aind Urddre^ 
Mdrees 



>-a<l-M-i F+Hi4 l + l^l-hl-fi I 



H I V ^4 » l-H-HrC* l-li I *<f-»tf- 1 -i 



iPP>'>¥«*4>P**^!l->il-H-P#i-HII-l^l-l4-l + l-l-l'|i#k + Kait-l^i+ij 




■ ■■■■I ■44 



P>»-P<^»HiH>«^il**4M H III i l H k-tirf-«^i 



I lA-lf^+lf-l 



«•*•«*■■ 4- ■!■*■» 



— r,„ „.. .Posioode 9 

CDS/CRASH Pool Com|>etition. PO Box ID, Ludlow, Shropshire SYS 1DB. 

CRASH July 1984 



..J 

45 



The Quill 

48K Sp«ctrum 



£14.95 



The Quill is a major new utility written in machine coda which allows even 
the novice programmer to produce hrgh'Speed machine code adventures 
of superior quality to many available at the moment without any 
knowledge of machine code whatsoever. 

Using a menu selection system you may create well over 200 locatlonSi 
describe them and connect routes between them. You may then fill them 
with objects and problems of your choice. Having tested your adventure 
you may alter and eMperiment with any section with the greatest of ease 
A part formed adventure may be saved to tape for later completion. When 
you have done so The Quill will allow you to produce a copy of your 
Mlvvfiture which will run independently of the main Quill editor, so that 
you may give copies away to your friends The QuMt i^s provided with a 
detailed tutorial manual which covers every aspect of its use in writing 
adventures. 
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I Magic Cpitl* 

Ui Rmcu* tti* Princat* froin 1lt« M«gie 

^ Caitit but bBwtra of Vampirai and 

Q B««bv Tri|». 



From The Golden Nib Of "^ 
The Quill f-^ 

Comes a Gourmet Feast ' 



Hungry Adventurers 

Volume 1 

of the 

GOLD COLLECTION 









DtvliVlaiami ^ 

Eacap* ffom tha inftmoui priMn ^ 

mayba impoaslb^a. but wtut r 

ahemative have you? ^ 






'¥* 



Can you »urvlv* and complala your 
m St lion high In tha ajty ovar anamy 
tirrrtonr? 



JiindbandT 

Oi^ly l^Ou ilona cm fav« th» woM 
Irom ttia tarrUbta powtr of tha 
Mifidbindir. 



Bprwk Th» Dwai 

Hflip Banak rAcov^r tha traa«ur*i af 
hii anca^ton from tha undarwortd ot 
mythology. 




A Superb eoltectlon of adventures for the 48K 
Spectrum written with the Quill. 
From the fertile imeginations of many authors, we 
have setected this fine volume of adventures for P. 
Vou to collect. Each adventure is complete in itself ^ 
and is presented in the distictive livery of the P 
series to grace your software shelf as you build up I 
theci^Hection. i 

The adventures are priced at only £5.9S each, i 



rt Diamend Tfeii Selected tftles availabte from good computer 

C whafafnthiacitYofdaathaiidintriflu* shops nationwide Including;- 




{» th« »t0J«fi Slfidh^a Diamcind? 

GILSOFT 

30 Hawthorn Road 

Barry 

Soth Glamorgan 

CF6 8LE 

8: (0446) 732765 



W. H. Smiths, Boots, MenzTes 
Or direct from U5 by post or telephone 

SAE for full details of our range 

Doaler enquiries welcome 



Africa Gsrdvnt 
Wh«t it th« MCf«t of tH* d««r1td 

Hotel and wh«ra tre blithe gu•n«^ 



Credit Card Order Line 

PttrtonBlly M*nnad (or 24 hours 

t^: 022241361 Ext 430 



GOLD COLLECTION ■ GOLD COLLECTION ■ GOLD COLLECTION ■ GOLD COLLECTION 
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SPECTRUM'S ADVANCED KEYBOARD 
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■ Tlu! liO»IVOf1LC professional keyboard is the uJtimaie ■ Featuiing a full size space bar with dedicated numeric and 
upgrade for your Spectrum By f eplacmg its exjstmg keyboard cuiser keypad the LO PROML£ mcroases the number of 
wnh a high quality LO • PROFILE, you give this worM- keys from ^0 to 53 A combination of clearly labelled, 
beanng computer the keyboard it deserves. flcUftptured and height-adju^ed keys aids the advance to 

fault-6«e touch-typing. 

■ TheLO PROFILE is a fun size QWERTY keyboard with 

lulI-tiavG!l posiLve -dction keys for super -fasi entry of progranis if Advanced Memory Systems have established an exceUeni 
and data. Presented in an ultra-modern and robust enclosure. reputation for product reliability and prompt deliveiY^ Th^ 
Ihe lA ^ PROilLE is elegantly styled and is uurlined product has been tested to an impressive 3O.00D.0OO 
forwards for convenient operabon. depr^sions per key and AMS offer a fuU one year guaraniec. 
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£49-95 
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LO»FROFILE PROFESSlbNAL 



IAI4- A ^ 



FROM ADVANCED MEMORY SYSTEMS LIMITED. 



I 



Rmng your Spectrum ooifipuief boarf into Ihe 
IjO>>PROnLE keyboard is eas^. All yoa ivoGd is a 
soBwdjiver to secure the board qmo the base of the 
keyboard endosuie using the mc^uttings provided. The 
L0> >niOraJE is cx»npaiable wiih all %>ectniiTi addnoi^. 



If not available £rom one of our B004 dealers then fill in tiie 
oGupon and ym wiU send you a UO»¥ROrnM ^th our ML 
n&-quibble moniey-back guarantee. Or phone 0935 60^0/ 
€2907 fen instant Acc^ or Visa orders. 




setid No _ Iiil>>Pra&l^ Keyboaid al £49.95 plus 

E2 50 p&p (VAT mdiMTO) 

I enclose a cheque/PO fic^ 1,_....^^,„.. or debit my o^dii caid. 

CaidNo 

I M I I M in I 1 M M I DBttd^iFcard 

O Aooefficajd 

Sigiwiui* Dbi©_____ 

Name «^ «* 

Adckess 



Postcode . 



To: Advanced Memory Systems lid^ 
Woodside fedmology Cetntrep 
On^^hmm, Apptotocv Warrmgion WA4 SNC 
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Moon Alert 



Producef : Ocean 
Memory required: 48 K 
Retail phce: £5.90 
Language: m^hiiie code 
Authors: Ken Farmer and 
Jon Myef a 

Ooaan'fl packaging arnj titte 
scraeni have been de^iqhtlyl 
reGentiy, and Moon A/erf is no 
0»DSption with the screen 
(deawrac D. Thorpe) being 
based on the rassette c^ver. 
The scenario for Moon Alert Is 
a fa/T^liar one by now. What 
makes Ocean's version inter- 
estirig is that tt^y have defi- 
nhely baaed this on the moon, 
witti the activity of the Moofi 
Rova taking into acDOuni: th« 
effecte of a reduioftd gravtty 
Aeid. 

Space Fighter 7 his been 
biasted by the aliem and crash 
iancM on ttie Moon 9 turtace. 
FoftunaleJy the Moon Rova, 
atDfed on board seems 
undamaged. It ts ec|uiF>ped 
wrth tMlaleral photon canon 
and perpendioiiar jet boos- 
ters, both orf which you wM 
need to syrvive the \m§ tour* 
ney bac*^ to base. Ttie aliens 
hove iocelBd your crash site 
and areewn now scouiing the 




terrain for you. 

As usual your Rova traveis 
■rom left to right against a scrol- 
ling t^ckground of mountains, 
and a scrotting fOfegrotind of 
craters, whilst overhead, the 
alten s^aft drop bombs on you. 
The ground is divided into 26 
sectors, lettered A to Z wHh 
Ocean daiming that over 300 
sc^eera are induded in the 
game. 

CHmCISM 

• 1n my opinion, Moon Atmt 
m the best Moony Buggy' 
pame l have seen The graph- 
ics am smooth and t^e iu mping 
over otetades is e^cdlent. 
There are many stages and the 
game is very playable. I liked 
this one, it has plenty of feel, 
so that jumping over canyons 
is not just a hit and miss affair. 
The keyboard positions are 
good and Vtm graphics and 
sou r>d are good/ 

• T^era hava been s^vBtaf 
Spectrum versions of the 
"Moon Baggy" game now, 
and I think Ocean's has been 
rather long ay^wteti But the 
wait is worth ii This m the best 
vet. Oddfy enoiigh, tt tio^sn't 
took ver/ emifing at first, ft 
isn't viohntty coloured, just 
black, dark t^ve &r^d purple 
With a pafe d/ua lirw dfB wtrrg of 



the buggy. The rocks are red 
md the exphshns wMe. 
There ar&nt &ti ttjat m^^y 
gmund-bas&d obstacles - at 
firsti and the holering aliens 
don't cause cfaier$ with their 
dombs or lay mines tn your 
path So at first it looks pretty 
simple. But it's not. This is a 
deceptivs game, t^ecause ti 
trundles ahng ai what seems 
tike a leisureiy pace. But it has 
baen design&d just rioht, 
skjwty leading you mto 
impossibfe sUtmOor^. I par- 
ticulariy itked ttm fact that tar- 
rain ignl flat with craters Here 
you have hilts, humps, valleys, 
many of them awkwardly 
shaped so you have to time 
the jumps just rtght. Firina is 
nicaty paced as well. The 
graphics are super srifooth, 
i&ading you on into the grow- 
ing ho/fof Suddenly there a/a 
triangular things in the air - 
and tf?ey do make craters - 
and double sized rocks in \ 
path. I must get back anc 
what com^ rmxt. Highly 
addictiver 




SmoQt*! graphics, good 
tunes and reasonable sound 
effects boosted wrtf) Cumih 
combined with man^elkxis 
playabilfty, make this the t>&st 
'Moon BuMy" type of game 
y@t for the Spectrum. If it isn t 
©ntirefy original ^ Ocean 
shoukJ get a good neitlng 
b^ause of the onginal way in 
which the ganr>e has been 
implemented. I p^arljculariy 
liked the way each zone is sec- 
tioned off by leners of the 
alphabet whidi oome scrolling 
into the screen as you drive 
over them. Loss of Irfe means 
you go back to tfie start of the 
sector you are In, not ttie 
beginning - unti you bse all 
your Irves of course. Hig*^ 
addictive and maddening to 
play/ 

COMMENTS 

Control key a: alternate ke^ 

bottom row for lefV right, keyt 

on the third row for iump. keys 

on the second fow for fire 

Joystick; Kempstonn Protek^ 

Sinclair 2 

Keyboard play: good 

positions, with ptentyof 

options, very respons^e 

Use of colour; good 

Graphics .smooth, wall 

detailed 

Sounds good tynes. plenty of 

incidental affects 

Skill levels: 1 but progrMSive 

difficulty 

Lives: 4 

Screens: conUnuoualy 

scrolling 

FeatureaM or 2 player 

games. Currah microspeech 

facility 

Originality: hardly an original 

idea, birt a good version of the 

arcade onginal. and 

partlcularty well implemented 

witi imagin^live features 

General rating: very 

addictive, ptayatile and 

generally very good- 

U Be of CO m pu ter 86% 

GraphicB 89% 

Playablllty 95% 

Getting started 88% 

Addictive qualities 94% 

Originality 83% 

Value for money 99% 

Overall 09% 
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stop 

the Express 



Producer Sinclair 
Memory required: 48K 
RriaJI price £5,95 
LmQuttpe: machine code 
Author: Hudfton Sott 

Trains ieem to te in the news 
this issue, wtiai with Btaby's 
Casey Jone^ and now this ong* 
inal garne marketed by Sinc- 
taif . Hudson Sott is the Japan- 
ese oottipBny who have been 
retotting games in Britain 
rocenttv. Anyone who Has ever 
wanted to do one qi those 
totnes tn itiovlea where the 
hoio njna akmg the top9 cvf Ihe 
caniages 00 a moving train , 
cannw^whaveago! 

The ITA Express has fallen 
Into the hancte of the evil Red- 
men As Speciai Security 
Agent, ^ur task is to slop the 
tri^n and apprehend tha vile 
criminate before they reach the 
border. You must reach the 
frofM caniage and linlock the 
ffiotonnan'g cabn, avoiding 
the thrown knives of the red 
fottefs and their fists. Your onty 
weapons are your wits, skill In 
umLng and the likeable 
SnaketNfd. 

The screen sIkms tha car- 
riages o1 tha moving train, 
almost filling the playing ama. 
You aiB kiwered trom above 
on to Oie roof of the last car- 
riage. The te^ains motion is 
Inc&ated by tha backward 
scrolling groumJ beneath th^ 
train, and the flashing tete- 
graph poies behind it As you 
n^n forward, the camag&s 
slowty scroll backwards. 
Thrown knivea are ducked by 
falling flat and tt>e gaps bet- 
ween carriages are negotiated 
by jymping If the pursuing 
rerimen catch up with you. or 
one of the^r knhres hits you, you 
are flung off the train, whtc*i 
sails on without yoij. 

Occasionally a snakebird 
Aaa paat^ Leaping yp will 
enable you to catch one. and 
pressing the fire button will 
raleasa it to attack your pur- 
sueri. Jtist bekw tng score 
ine is a caution ^onal whtoh 
navies wheneiwr en ovethoad 
otactaic stanchion is approach- 
ing. Running your head mto 
one of these ^s painfully FataM 

tf you gel through the ftrst 
screan. the scene cuts to th© 
btierkx ol tha carriages - a sort 
of cirtaway view Hero the hero 
must use the passenger hang- 




-n 1^ th* 9.15 - can you Slop the Express? 



ing sirape to swtng up and 
avoid the radmen. or it's poss- 
itrfe to leap ovar them, even 
kicking ihem in the teeth But 
watch out for the ghostly red 
things that inhabit the atraps as 
well. 

The first stage Is ten car- 
riages long, stago two rs the 
same before the motormans 
cabin is reached. Each redman 
thrown from the train scor^ 
100 points whether it is the 
refeased snakebird or a kick 
which sends them flying, 

CRmCISM 

• 'Hile is tika a ^icene frofn a 
Jam^ Bond tifm. A very oftal- 
nal idea nearly always seTis 
cassettes - this is original and 
great fun to play The train car- 
riages are well drawn arxJ col- 
ounuL You', your enemies and 
the snakebirds ill move very 
fast The sound isn't bad. with 
a dicky eftect resembling the 
wheels going over the rails^ 
One dbadvantage wtth 
keyboard play is the numt)erof 
keys ne€Nd^ to move and 
operate your man. One of the 
better games that Sindair has 
just released/ 

• The graphics in Stop The 
Express are quite impr^sive, 
probabty because ihe trmn 
carnages are so iarge and 
coloarfut, bui there are lots of 
oth^r neat details , tike tha 
mf0graph poies and sagging 
wires which cm be seen 
above the roof and befow th€ 
wheels ^ also the overhead 
eiectric stanchi<ms rnova in 
perspective as they flash by 
above you, Shoufd you tali off, 
the rrain goes ori by -the e)(act 
number at carnages you have 
alraady got across^ This is a 



game which requires nifty tim- 
ing and rBsponses, but ¥/hich 
lets you improve, since the 
same events happen each iite, 
so you get th& hang of it even- 
lualfy^ Very addictive/ 



• No fielp is given from the 
snakebird once you are inside 
the express, so you must tinie 
your Jumps and kicks very well. 
There's also this awful thfng 
hanging up on the hanging 
simps which IS after your 
btood. On top of the train it's 
worth being careful with your 
anakebirds. as they are onty 
effective for the ler>gth of one 
carriage, fatlir>g off at the end. 
Also, you can only carry one at 
a ttiTve. This Is a highty original 
idea wfiti imaginative graphics 
which afso has just the right 
sort of ingredients to make it 
fun and addictive. 



COMMENTS 

Control key*: a bit of a 
handful - A or J/D or L run 
lelt/rightp Q or IE or P to jump 



left/right and X or M -down, 

CAPS or BREAK (o fife 

Joystick: ZX 2 

Keyiioard play: dtffk:uH with 

do rmnif tmBr joystick 

reoMtmeriaed, but very 

responsive 

Colour! very good 

Graphica: very good.^ large 

and detailed 

Sound: at?ove average 

Skflllevela: 1 

Uvea: 3 

Orlfllnallly: very high, ivothiinQ 

elae like it 

General rating: amusing, f\in, 

hard and rea#onabty addictive. 



Use of computer 


S8% 


Graphics 


m% 


Playability 


m% 


Getting started 


/ii% 


Addictive quaUtles 


05% 


Originality 


ftfl% 


Value for money 


ftn% 


Overall 


60% 
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Mugsy 



Produoer : Molboumo 
HcNJta 

M#rmry required: 48K 
Retail price: £6.95 
Language: machine code 
Authors: Philip Mltcheil, 
Clive Barrett, Rusaell 
Comte 

MugsY ^ tl^e first intemctive 
video comic strip. So says the 
cassette inlay, and they re 
probably right Mugsy Is a 
strategy type gam© in which 
the graphics ara the star s In a 
sense what Phrlip MiicheK and 
his team hava done is to bnr>g 
praptilcs to the strategy game 
in much the same way tttat 
they dkJ in The HobbH for the 



Now many hoods are sWl loyal 
and how muqh dough there is 
In the safe. 

It is thef> time to begin decid- 
kng how mudh dough to spend 
and o<s wtiat !o spend it on In 
several dynamical fy drawn 
scenes, your friendly skJe- 
kicked accountant tells you 
each item and asks for the sum 
of money you are goJr>g to use. 
lliere is another comic strip 
bailoor^ with a flashing asterisk 
in it. As you input the fequired 
figures, so it appears in your 
balioon 

When tt^ese decisions are 
axnpteted. you are treated to a 
micro-movie hfcghlicht of the 
year before batna begins 
again^ Should a contract be 
taken out on you by artother 

fjar^. the scene cuts to a cafe 
ntenor and you have to shoot 
it out with the hH man. 



K LftST 

CpOT p^uaeEO out tv 

Ofl4£P MOBS AND 

MOOOSk UUZ 
iii:eftmTEl> BV THE 

omo^MisefiONn 




upon to make a more Involved 
and interesting game/ 

• 'The graphk^, which were 
Bff done using Melbourne 
Draw, are qurf& stunning Not 
onfy because ihe/ arG farge, 
but because they re^fy do 
took a$ ihQiigh ihey have 
come torn a comic strip. The 
scenery, the ang/as from 
which things are seen, fike the 
overhead ^iew of Mugsy and 
sidekick waiking into a doof- 
way, are aft authentic and 
ow&r a lot to tfiose 1940^ 
Amencan gm}gstef movies as 
wetl as comics. / fove the 
microrrfOviBS - BtJCh a pity 
there arent mom of them. One 
is a street scene with a steet 
walk0r p&ssing by th0 window 
on the other side of the street. 
Then a targe timo putts up 
opposite and someone leans 
out to tire a burst of machine 

gun bulhts at your window 
^ntoftunatety there realty isnt 
enough to do for the player in 
the game, as this program 
fargefy piays by itselL AJl you 
have to do is type in r/?e $um$ 
of money to be spent and therr 
sit t^ack and watch the resutts. " 

• 'Hiayastunninggraphics^n 
tt>e cassette inlay, and for ofice 
its right The amazing scef>es 
are generated very quick fy and 
the game can be speed ed up In 
tt^ informational sequences 
by pressing any key as soon as 



advsfTture game. 

You play Mugsy, Godfather 
to a gang of wfse- cracking, 
back-talking hoodtums. and 
your aim is to be the toughest 
and most powerful gang leader 
in the crty To do this^ you have 
to rnanage the gang by nwking 
nx^ney md deals, buying them 
weapons You must decide 
how many dients will be pro- 
tected and how many 
'squeezed', make deals with 
Crty Hall and play the rackets 
(no, this is not a tennis Simula* 
tion). If you are a success your 
hoods will stay loyal, but rf you 
are too successful one of the 
Other gangs may hire a hit man 
to get nd of you 

me game is played abng 
much the same lines as any 
other strategy of its type Bui 
the took is very different. Ttie 
bading screen sets the tone 
with Its large comic strip 
grajrfiic of Mugsy s mug. This 
cuts to a waterfront scene of 
tieaviFy shadowed hoods star- 
ing out over the night time city 
renected in the stilS water. 
Intomiation is imparted in 
comfc strip balloons - a mn 
dom\ on last year s acttvilies, 
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the balloon has been read. The 
problem I found wtth Mugsy is 
that It Isnt really much of a 
game as such, and arter a few 
^ears ' have gone past, you 
have seen all tt>e pidures there 
are and rt begms to lose inter- 
est. What we need now ia the 
graphtes of Mugsy and tfte 
complications of a real teaser 
fike The Mobbit. Is it too much 
to ask? I hope not. Mugsy 
probably is worth buying 
though. t>ecause H oertiirily 
ksoksgood.' 

COMMENTS 

Control keys: (arcade scene^ 

l/P left/right. Q/Z up/down, B, 

N 0^ M to fire 

Use to colour: very good, 

comic cokxjrs on strong black 

arHj white 

Griphlcs: excellent, with 

some amazing animation 

Sound: poor - a vary good 

M)4cal tune, but no sound 

during play 

SKHlleve(i;1 

Lives: 1 

General rating: an unusual, 

origJr^al preser^tbn for a 

somewhat simple strategy 

gAme - a game that points tire 

way forward wrtbout, pefhaps, 

doing itself enough justhce 

Use of computer 68% 

Graphics 91% 

Playabll^ 76% 

Getting started 76% 

Addictive qyalltles 50% 

Ofiglnallty 85% 

Value for money 63% 

Overall _ 73% 



CRITICISM 

• Avfdeocomk:strtpah!Well 
this is quite a good klea involv- 
irig you fn nnaking decisions 
and runnir>g a nlob The game 
i& quite pTayable for a few 
gapnes but soon gets a lltfle 
repetitive The graphics ara 
excellent and the animation is 
also very good (it s only used in 
places]. Generally a good 
game txrt it didn't have too 
much lastif^o appeal for me. 
The comic ioea is a wonderful 
one and could be expanded 




mu^ 



Cosmic 
Cruiser 



Producer : Imagine 
Memory required: 48 K 
Relai! price; 5.50 
Language; ruachlne code 
AuthQf : Steve Lavpche 

Cosmic Cruiser comes pack* 
aged in Im^ine s new cas- 
sette ciesjgn with a profrie of 
(he pro^mmer and detailed 
Imtnjctons and game objec- 
we8^ 

Essenf tally yoy have parked 
your Cosfnic Cruiser unde^ 
riMth an Earlh-owrad ^ace 
station which has been over- 
fun by aliar^s Your task is to 
rescue 1h© captured crew and 
txing them to the safety of your 
Cruiser Your ship is equipped 
with a laser canon and a hatdi. 
and you also have a tas^r hand 
gun. Cosmic Cruisef is not a 
moving game in the sense that 
ttie ships fly about; both your 
ship and tw ^paoe station 
f amain static. The ob|eci ss to 
slxx)t open one ot the hatches 
in ihe station which line a 
f evolving outer wheel This is 
done with tfi© canon You can 
tfien f(y up lo (he oponed hatch 
and dive in. The scene cuts to 
the interior II you are lucky the 
cciinpartment will contain a 
cfewman. and afl€H' blasting 
Bhe atien guards, you can drag 
him to the safely of your ship. 
&U1 rx^l aU the con^partmente 
contain crewmen. Vou will 
havelo kill all the aliens before 
you can leave Outside, ihe 
altof^ are gathehng There 
may be fighters which wilt 
bomb you and tt>e warriors 
tfom ttie station may come 
after you Firing the hand gun 
while carrying a crewman will 
r^ult in his floating away from 
you. 

Progression from level to 
level IS either by lime or by 
rescuing eight aewmen. 
Bonus pdnt$ are awarded 
after each levd As the levels 
progress the enemy beconrve 
nastier. 

CIVTtCISM 

• 'Cosmic CfuisBf la, In my 
Opinion , rather similar to Pedro 
by Imagine m as much as the 
game is a good idea but gen- 
efally falls wwn on piayatmtty 
Grai^ics and sound are good, 
but the graphics do have some 
problems But the main prob- 
lem is the sheer ladK of playa- 
bHity. For instance, when 




Fof \f\^ Coimh Cfultit. g«liin| inl« tbe S|iic# station proves vtiti Mil . . . 



inside the space station you i 
must kilt off all the aiiens to 
escape. This is drffiajH due to 
your man beir^ hard to comoi 
and only firif>g very sbwiy. This 
is another good idea 90 rw 
wrong. Are Imagine QO\m 
down the same street as that d 
waning pop groups' Just 
releasing materia! and expect- 
ingfanstoUjyitwon Iwork in 
this industry Even Ihoudi I 
feel this IS essentially a i>ad 
game, it s average because it 



man is poofty dr&wn anrf v^ry 
fidgety to cor^tmi He wobbfes 
&nd bounces oft rhings, is sk>w 
compamd to the atfens and 
fires stow/y, considering how 
rryany of !h&m rh&r^ ere inside 
ffte ^pace statmn, the com- 
psftmenls a^e drawn in a false 
perspecHm, but the objects 
fimng the sides cramp the 
space so much mat there ts 
ftflte room feft tor the man to 
move away for target distance 
and he has to be facing the 



. . . ffrttlng 0in it quite tnothtr matter beuuie the like At give Iht hero i ttt 
Ql llii liners. 



is stif I better than maity games 
availatile Imagine just don't 
seem to get the wtTole thing 
working correctly They brag 
about their programmers, 
musidans. artists, lechs. etc. 
lets hop© they alt work 
together to give a co-ordinated 
presentation next tirrye! 

• Lookirrg at Cosmic Cruiser 
arid, fretore it, Pedro, t begin to 
suspect that Imagine tned 
fo\^oring their prices to C3 95 
because they thought fhese 
games were r^ot worth ft, arrd 
for £5 50 they re not- The basic 
idea /s quite good, but your 



alien to shnn^t ft, so he needs 
that space. The result is 
unf^ay&blB and veiy soon 
comf^tetyfM>intfess. ' 

• I'm afraid the best thing 
atjout this game is the title 
screen and start mustc. 
There's precious littte sound 
anywhere else and the graph* 
ics, while reasonable to Ioo4c al, 
t>ehave very oddly at times. 
Your iaser carbon jerks viol- 
ently in turning, and when you 
leave it, your man matenatises 
away from 1I. ratter than being 
artimated out This vi^^lence of 
control runs through ttie re^ of 



ttie game too. I think it s totally 
astorvMiira that ihe company 
to have rmaaed a game like 
Zzoom should have tet this or>e 
90/ 

COMMENTS 

Control keys: alternate 

bottom row for lett'right, 2nd 

row down. 3rd row up. top row 

tire 

Joystick : Kempston, 2X 2, 

Proi€k. AG F. Fuller 

Keyboard play : average 

responses, but hard to control 

Use of cotour: good 

Graphics: average 

Sound: poor (except fof start 

muSiC) 

Skill levels: progressrve 

drfficuHy 

Lives: 4 

Screens: 2 

Originality: not 3 t^ad idea, 

and cenamfy quite original, but 

poorly imptemented 

General ratings bekjw 

average^ 



58°'- 




U se of com putef ao - o 

Graphics 62% 

Playability 30% 

Getting startad 74% 

Addictive qualities 35% 

Originality 63% 
Value lor money 
Overall 



48% 

54% 



Spellbound 

Producer: Beyond 
Memory required: 48K 
Retail price: £5,95 
Language: mtachlne code 

Released at ihe same time as 
P&ytron, Spoltbound is in a dif- 
fefent class, sadly, a some- 
whal towar on© Dressed in the 
guise of dungeons and 
dragons. Spellbound is actu- 
ally a "Qton game of leapirig 
from square to square to 
charx)e me ccriours of a 2B step 
pyramki 

The soenano is that you (a 
frog in tt)e di^iJse Ol a prinoe - 
or IS it the otner wty round?} 
must escape Che dutches of 
the witch GrtseFda She (or is it 
a he?) stands to the Seft of the 
pyramid, stimng hef/his caul- 
dron. To do this you must hop 
atxKrt on the pyramid and 
change the colours of the steps 
without hopping over any 
edge, or occupying a ^uare 
occupied by one ofGflselda's 
spell creatures. These appear 
on the lop square at intervais 
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Airbase 
Invader 



as she throws Ihem o^l o1 the 1 
cauklrpn with a flash of lightn- 

ihere are 12 levels or 
iTMcreasing difliculty. with more 
0nd nwre spells chasing after 
you 

CRITICISM 

• Ihi s game didn i get oti ro a 
good start - pressing the 
ProteK/AGF joystit* option 
rasutted in my beir>9 ashed to 
pfogfam my joystick, so i had 
Id play with a totafty unrespori- 
sive keyboard instead, as I 
Oduldn t get back to the opUon 
menu again wiit>out reloading, 
the witch on the side o1 the 
screen is realistic as she stirs 
fm CftukJrofi and I h rows chjI 
sp6tls. but the playing charac- 
tefs are sFnail, undetailed and 
the choice of colour is appal- 
ling - you can hardly see some 
of them On some screens the 
tfiange in eoloufs whe« you 

SiiThp on the slef^ is so slight it 
ardly shows up at all As this 
te a 6-tert type game, where 
have the essential spinning 
tops 10 take you up to the top 
goner 

• Af first glance, this 
"0 bert ' version hoks vmy 
good. With ufiusoat graphics, 
a ntcofy antmat^d witch and 
muted aotoum. A tof of sound 
ftes also been used, which i^ 
nice until you tmd out ihBi 
wtwnevm the witch ihrows a 
speitoui and there fs en eMpto- 
Sive sort of nofse - ev^ry^iing 
on the pyramid stops dead 
Should you be pressing a 
iump k&y at the Ume. the hesi- 
tation can make you try pres ■ 
Sing it agatr^. with the resuit 
that you make two jumps when 
e¥erYthing resumes pfay - and 
o^mr the edge you way welt 
go The keyboard responses 
are the probtem with Spell- 
bouTKt and it makes the game 



less pfayable and noi very 
addictive/ 

• Tlte graphics are rather 
cute, but the game itself is a 
little on the slow side, and I 
really teel Ihal witti ttie recertt 
rush of O-beft type games, 
there are much better versiofis 
around than this one. One fac- 
lof in SpeHbounii which makes 
ft ditterent. apart from the lairy 
tale scenario, is the fact that 
each level is played out against 
a falling time limit - although be 
warned - the red segment isn t 
an indication of imminent 
death When you reach the red 
bit - you re already dead!' 



COMMENTS 

Control keys: Q P laft/rigtlt 

upwards, Z'M (e It right 

downwards 

Joystick: ZX 2. Kempston. 

Protek. AGF, Downsway (has 

key programming oplK^nJ 

Keyboard play: poor 

Use ot colour: coburs used 

are vaned and good, but not 

always very wait used 

QfMkhics; reasormble, but 

pfayfng characters are poorer 

Sound: good 

Skill levels: 12 

Uves: 3 

Originatity: based on arcade 

game, now several versions 

available 

General ratings interestir^ 

warm lion, but lacking 

pi ay ability due to 

pfogrammtr^. 



Use of computer 

Gmphics 
Play ability 
Getting started 
Addictive qualities 
Originalily 
Value for money 
Overall 



Bri iel da ftirrlfif Nr (or h^i) Ciutdfon wiittid t«fMl tlUfen tfuwn a ny prliie« ling i 



Producer: CP Software 
Memory required: 48K 
Retail price: £5.95 
Language: machine code 
Author: Chris Whittington 

PoJitics seem to be creeping 
!TK>re and more into computer 
games ■ so does sexism The 
two are ftrmty combtned m thts 
novel idea from CP Software 
Vou play a CND suppoftir - a 
temale one - and your taekis to 
prevent President Raygun 
clones, which have been 
loosed amongst the bunkers 
beneath USAF atrbase 
Greenham Common, from 
linding the red nudear button 
and bTowing the wodd to king- 
dom oome The inlay says thit 
hero Annie (is heroine an iHeg- 
atly SBm\ word now?j has 
wofked her way through the 
wire and into the oomple?( 



54^b 
62% 
43% 
71% 
40% 
45% 
48". 
52% 



vulgar as a laser, instead 
Ar^me raises her hand and 
blows a kiss - jt's as Jeltiil as 
anv laser though Kisses cart 
only tDe blown honzontally in 
tt>e direotion faced in addrtion. 
the bunkers are Irttered with 
useful objects like maps, sec* 
ret documents. Ho vis loaves 
and plates I knives and forks. 
The screen displays the level 
on whi(^ a President Raygun 
dor^e may be found and warns 
if one IS about to press the but- 
ton Can you find it in time . . . ? 

CRITICISM 

• Wo comment on the politi- 
cal pom is in this ^me! Politics 
get into everything - I don t 
warn them associated with 
gamesf But on the game front 
this IS a tighthearted unii) you 
get to the ominous warnir^ 
after tailing to stop Raygun, 
which says, 'Remember - if 
this was real - there woukJn't 
be a next time " The graphics 
are smooth, nicely done and 
the game ts very playabte The 
Iron Lady kioki uke iomething 




A siirefll-l>eaft«d h«rolin« blowt kitits at al^ an{^ landry in in atttrnpl to 
ctujirtn Pretkdtiil Raygun away Irom Ihe rtH button. 



The compelx rtseH takes the 
lofrn of fiumaf^ous rooms (with 
between two and four doors) 
on several fevels Sfairs up are 
located at ttie top of a room, 
and stairs down at the bottom 
Annie, armed with her CND 
banrter, musi tight t^er way 
through to get rid of Raygun 
clones Other ciiaracters beset 
her: Harry Hardfiose, gutter- 
press photographer. Old Bill, 
the ptodding policeman. 
Squaddies - all Tommies with 

fjuns . and worst of all The 
ron Lady herself, neatly 
depicted as a Tory blue hairdo. 
Annie's politics are all 
peaceful, however, so she 
dossn t Wast these numerous 
nastses 1o bits with anything as 



out of SPITTING image; 

• A maie-type complex fM- 
fed With enemies out to gel you 
fS hardly ong^naL but the idea 
behind this one certamty is. It 
reiies a k>t an wett drawn, large 
graphics and some neat 
semipolittcai ideas Bk)wing 
kisses to kfll oft enemies is a 
good exampte of its originabty 
tn idea, and the concept is well 
ifrtpt&mented in as much as 
the Iron Lady is mvutnerat>fa to 
your iovmg charms^ Good tun . 
and one where a cle^^er idea 
hasn't swamped good piaya- 
biUty 

m First off I d«dn1 think this 
was going to be a very active 
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wm - wfCH^g again? Charac- 
ters are drawn excepttonaJiy 
wtti, ind you can ri<:oanis« 
each one. The kies of the 
gamt m caitainly novel if not 
pealistic On© grumble though 
ts that thfif e s no indication that 
ywv^ shot 1h« Yight Presn- 
dent Raygun. as he keeps 
Ctoning - and I venever found a 
f#d button! Hie idea of "eat- 
ifig various objects fli rough - 
oirt the game like cups of tea, 
Kovic. ate. to give you extra 
Iwa ts a good onB. as you 
often get killed off by Ifie nasty 
geezers who run about the 
rooms. GfBphics are smooth, 
torge and well presented: the 
keys are not the best 
posiiioned l found, aa they are 
ill tow down (leaves you 
nothin0to taan on) but they are 
v0fy responsrve. Colour and 
sound have been used quite 
w&tthroughouf the game me 
game is playable, but i think its 
addiciive qualHies will wear ofl 
" rt ctepends on whether you 
lihe saving your country froin a 
nudear holocaust.' 



Control hays: CAPS/Z 

left hght, X/C up/dowfi. V to 

blow kisses 

Jctyatkh: Kempston, Protek. 

A6F 

KtybOird play: very 

rospofishe but poody 

posiiioned 

Ui^ of colour: average 

Graphics: sn^ooth. large 

generally good 

Sound: useful rather than 

imaginative 

Sknneveli:i 

yve$: slarling with 3 

Originality: a novel concept 

based on a sta^da/d type of 

game 

GinwnU iillngi above 

average to good, playable and 

rea5onat)(y acklictive. 




Use of computer 


59% ; 


Graphics 


74% 


Rayabllltv 


71% 


Gstting started 


74% 


Addictive C|ualities 


61% 


Originality 


75% 


Vaiue for money 


62% 


Overatl 


63% 
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Driller Tanks 



Producer: Sinclair 

MefTrory required: 48K 
Retail price: £S.9S 
Language: machine code 
Author: Hudson Sod 

Watdh out! EHnerglng from 
thejf (airs deep underground 
the fire- breathing Mammut and 
the4r mindless cohorts. tt>e 
Skorks. aire on the rampage. 
Oh no; I hear you cry, 'not 
again V Never mind - Dnller 
Tanks can prevent them from 
invafting the Summer Palace 
ThB battle takes place in the 
old tunnel oorripIeK beneath 
the palace Before the tanks 
can use trie^r ice-canon and 
the pcmBf of the^r own wetghU 
they must dear a path through 
the earth^f illad lu n nets 

The screen display shows 
the summer palace to be 
saved al the top, and below it 
the complex of earih filled tun^ 
nels. These tunrvets are adu- 
ally five platforms with Four or 
fhi^e connecting pattdQitt bit* 
ween each level The drtHer 
lank starts each lite by drilHng 
its way to Ihe centre before you 
take ovef control The earth ts 
represenied by btue colouring, 
and moving tf>e tank along a 
passageway resutts in it turn- 
ing btack The lank moves tas- 
ter once a passageway has 
beendeared 

The mindless Skortcs move 
veflically upwards , (ill ing i n a ny 
passage you may tiave 
deared The purple coloured 
Mammut walk along the pas* 
sages breathing fire which d«- 
troys your tanks The tanks can 
fire and freeze a Mammut lot a 
{ew moments before it 
unfreezes Itself, btit il frozen 
they are vulnerable to your 
crushing we^hi and will disin- 
tegrate Scorrng is for freezing 
and crushing Mammuts or 
freezing Skorks. Ybu are tost if 
the palace is reached by a 
Mamrriul. Tlie game contains 
eight stages ofrncreasing dif- 
ficulty. 



CRmCISM 

• ^is was thie worst of Hud- 
son Soft's programs tor Sine- 
tm in my opinion. I mean this in 
the nicest possibte way as the 
game is not really bad. it s just 
mat it did rwt &eem ovef play- 
able okay tKjt coukj have 
been tietter The graphic^ am 
fairly good and the smashing of 
the frozefi hAammuis is well 
done On the whde I didni 



] en(oy playing this one. bul I 
' woukI still rate it as atxjve 
1 average wt^n compared with 
I games in gerwfBl.' 

• Unusual game with 
unusuat graphics, one that is 
tju^fe ^ayabie and where nm- 
ing needs fo be quilB preasB 
lA'/ien freeitng Mammuls iiika 
the idee of Mammuts bmng 
able fo de-iCB your can/jort, 
ar}€t the way SkarkB can hinder 
your progress The graphics 
are farge arid quite cotourful 
with a fair amount of primtUw 
ammation Jhma are fwo Sefs 
of key iayout for ieft ana right- 
hanaed players, aithough in 
eacft rfre freeze' key is a bit out 
af reach The start of each new 
screen or fife i$ quffe tong- 
wtnded, sorfmthmg whtch 
quickfy becomes imfating Wof 
for the CQid-heanBd! 




[ 



ELECTRONICS 

NOW OFFER A QUALITY MAIL 

ORDER REPAIR SERVICE TO 
ZX81 AND SPECTRUM OWNERS 

/Xa I £1S.O0 Stn ( TKUM £25.INI 

# Vt*ry fa^t service 

# Wl' u!^l* Sincljirappriived ccimponiTil^ 

# Ail wcirk and parts j^uaranleed 



Dun'l (cjrget to send us yiiur njmc' and dddre!is 
with delaUs of fault. We retiimmc^nd the use of 
recorded cfulivery. If yiiu tan iihtain ^iny kindllf 

*crei*n display, pk'a^i; DO NO! ^end u^ your 
poller supply. 



SEND YOURamf^UTtKAND 07f f^lif /PO 

TO: 

RAINBOW ELECTRONICS 

45DANfSrORi:> 

HOLLINSWOOI) 

TELFOKD 

SHROPSHIRE fF3 2DZ 
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• "I ItiOMght Orrffef T^nks u 
medium interesting game 
quil6 ongin^l in sortie r^spacts. 
bul som&bow not thrilling 
enough to grab me for more 
than a tew minutes ll hjas 
reasofiatsJe quality graphics 
and sound and enough dith- 
cutty in play to give appeal - 
bul not for long Very good 
demo/i nstrudions. ' 

COMMENTS 

Control keys: A or J/D or L 

left/ rig hi . W or M up/down, 

SHIFT or SPACE fira 

j0yttJch:2X2 

K^fboard play: responsive. 

but not massively good 

positions 

Use of colour: r€ias<^nable 

Graphics: average, although 

a littifl on the pnmtive, blOCf^ 

side 

Sown^iavefage 

Skill levels: 1 out progressive 

ditlicully 

Screens: 6 stages 

Originality : certainly scores 

here, the game idea is quite 

novel 

Ganefil rating: above 

average 



60% 
69% 



Us€ of computer 
Graptiics 

PlayabNity 47% 

Getting srarted 81% 
Addictive qijaJities45% 

Originality 79% 

Value for money 53% 

Overall 62% 



Eric and 
The Floaters 

Producer: Sinclair 
Memory required: 4flK 
Retail price: £5-95 
Language: machine code 
Author: Hudson Soft 

£rk and The Fkyaters sourxJs a 
bM ike a pop group of the mid- 
SbrffKn Kt also syggesis an aer- 
taJ gama of some son Both 
guMSM would be wrong, for 
Wto new game rrom Japanese 
Hucteon Soft is an under- 
ground rrmze game. So the 
story goes: Hidden beneath 
the ruSwe of Vtm Bnck Lane 
(wtiefever they are) are the 
remains of s lost civilisation 
Enc hopes to fir>d part of them 
by blasting the mbble a^ay 
with his bombs, Bui danger 
lurks in the Lanes, deadly 
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Inhabitants of the old system 
called The Floaters, will hjll Enc 
tf they touch him He must 6&S- 
iroythem using his bombs. 

the Floaters are normally 
purple, but occasionally, like 
any arcade pJayer, they lose 
their tempers arKl gel red in the 
face In this state they tend to 
aclually hunt Er^c down instead 
of placidly float jng around 

The screen display is o1 a 
large and reasonably oomptex 
majte form, each maze screefi 
being separata fn ^lage one 
there is only one Floater, but 
these increase in number as 
the ganne proceeds Walls may 
be blasted away by the placing 
d bombs, especialiy as some- 
times there are totally closed 
parte to the maze. Objects 
fev«aled after tt\e dust has &et- 
llid mtty be collected for points 
tjy running over them Once all 
the floaters have been killed in 
a st^e. Itte txmus points 
remaining from the original 
allowance at the start of the 
stage are added lo your sco^e. 

An element of siralegy is 
required in the positioning of 
the bombs, whidi leave you 
atmut two and a half seconds 
before they explode The 
game has 20 stagas. dunng 
which the number of hidden 
items vary. 

CRITiCiSM 

• This is a fairfy original 
game from Hudson Soti I Bked 
the general tayout and game 
type. Conlrd was reasonable 
using the keytx^ard, txjt unldr- 
lunately SifKiair Interlace 2 
was the only jpystick option. I 
think this is a little selfish of 
tbem. Of course they warn to 



I sell their own interlace, but not 
catenng for ott^er interface key 
mapping is just unlaif. The 
graphics were preWy good and 
the game proved to be 
almost " addictive - the joys- 
tick option may have tipped the 

I scales against them/ 

I • 7 enpyed this game rBlhsr 
more ih&rt I thought / was 
going to w/ien i saw ;( was 
anof/ier msM game The /dea 
of leaving iyombs behimi you 
to expfaOT when you're safely 
round a COrrm; ana hapefotiy 
thB ffoater ism. iS quite origh 
net, and makes tore diffBreent 
ma^e QAme Them is a/so a 
kmd ot Pacmanghmt angle in 
tNs one foo. tvfien there are 
saverai fhaters etter you, it is 
ea^y to g&t trapped ir^ dead 
ends or between two floaters, 
so caretut escape roufe plan- 
ning is needed. When the 
tloaiers get angry" is often the 
best time beceuse they treck 
y&u down, $o you can tare 
them to tt^eir deaths more eas- 
tly Unfortunately the game 
iacks pfayahiifty in the end 
because the keyboard p<^i- 
tion^ Br0 ternpfe, with a left 
hand and right hand cross of 
keys, tve heard the argument 
that ihte contiguratk^n a/tows 
you to use your hand like a 
joystick, rocking over the keys, 
but it isTf't that easy wrifi the 
Spectrum keyboard On a 
programmable foystick / atso 
found that the control was 
unresponsive whtch led to 
many Brie deaths by being 
bkiwn up wiifi his 0¥m bombs- 
Apity' 

m Ttie graphics are quite 
large but a bit jier1<y and ttie 
overall use of colour is rather 



drab. The game idea is novel 
tor a maze game bul H l» 
spoiled by unresportsive key 
comroi Had it not been for that 
fact tt>en Efjc and The Fk^aters 
may have been quite addk> 
tive/ 



COMMENTS 

Control keys: A or J/D or L 
left/right. W or l/X or M 
up/down. SHIFT or SPACE to 
drop bomb 
Joystick: ZX 2 
Keyboard play: awkward key 

Gssithons 
se of colour: average 
Graphics: quite good, a bit 
jerky but your man folds up 
welf when killed 
Sound: above average 
Skill levels: 1 butpRSgrwaive 
difflcuity 
Lives: 3 

Screeni: 20 stages 
Originality: maze games 
aren I new. txit th(s one is a 
very different theme 
Otfitril rating: above 
average. 



Use of computer 


45% 


Graphics 


6?% 


Playabilrty 


58% 


Getting started 


72% 


Addictive quaiitloi 


f)fl% 


Originaltty 


62% 


Value for money 


64% 


Overall 


$0% 
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CONQ^ E^T A tactoi game which even veteran 
players wilJ find boif> challenging and rewarding. 

M«Jfter ranean Europe is divided mio gnd squares. Your 
a*m,as Emperor, rs to gain 100 squares of territory as quickly as 
possible - at the same tinne dealing with Barbarian counter- 
attacks, plagues. CMJ war arxi nval Emperors. 

S tevSs of skdl. pkjs a continuous 'Conquest' ^me where 
ail the drffKXitty levels are thrown in together. 



ID BAT A I I AC K An all action. 3 dimefwonai 
maze game where you gather up blocks of gokJ, at the same 
time pittjing your wits against vlc^ous >^mp!re bats whose 
cxily purpose rn Bfe ts to locate, hunt and \^f\l you 

4 teveb of skill. At each level the ganrre gets faster and 
niore ccxriploted, and the vampires nrore dangerous. 



¥ 




Are you ready for CheecahSoft? 

There's only one way to find out. 
But be warned: these vampire bats know 
a good meal when they see one. And our 
friend with the 
scythe has had years 
of experience,.. / 



So don't play unless you Ve ready 
to play the game for real. Because you'll 
find there's one sure thing about 
CheetahSoft: Soft we're not 

£6.95 at all 
> good stores. 



Soft wdre not 
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The Prize 

Producer: Arcade 
Memofy required 48 K 
Retail price: £5,50 
Language: machirie eode 

Thii game lakos its name from 
the fact that Arcade Software 
a/e ottering a prize ot ES.OOO to 
tbB first person to locate the 
innermost chamber of a mas^ 
srve maze and discover its sec- 

You are in control of a space 
ship armed wtfi laser tor- 
pedoes to t>e used against the 
various guardtara m the maz© 
TlTese include Death Drones. 
Mutants wrth vutnorable parts 
which you must discover as 
t^ey won't just die by befng 
shot anywhere, and Crushers, 
brge ladder shaped objects 
Ihat wofk in threes and whrch 
kiU on contaci - and keep on 
kilUng! 

On each Fevel of the maze 
there are energy bases which 
diarge your ship so that it CBft 
Withstand contact by the guaf- 
ddans and destroy them 
instondy. Once charged, the 
sNp afters colour and wrtl 
remain in this super- state for a 
random tiine. Tirne running out 
is irKlicated by the force field 
llaihing. Whilst in this stage 
Md, you can search fof the 
coded pods to aid your prog- 
ression to the ne>rt fevel Tn^ 
pods are numbered 1 to 5, 5 
being ih@ transponer pod . 
These musi be coflected tn the 
€orrecl numehcal order. 

Photograph! r>g the Special 
code oft ih8 screen on level 4 is 
required for entry into the com- 
pitrtion for The Prtee. 

CRmCISM 

• This is a hijge ma^e game 
with each chamber' tiking up 



Tltn'l I lul of monei il KlakB in tiii mtmrneUi miit iMCii ^ef?i up - in lid^ 
rtQultti Prize. 




one screen - f don't know how i 
mwijflhefeare (perhaps that's | 
fm secret al the centre), bm ^ 
ttiere are a lot- Graphics are 
weif animated, parts of the 
guardians moving wrthin 
tnemset^es. Different aliens 
have different 1 in r>g techniques 
to try and destroy you Cokxir 
shadir>g for the walte of the 
chambers is used very well, 
and IS qude vahed. Keyboard 
layout (only Ihe cyrsofs) is nol 
so good, txit tt>e keys are very 
responsive. Finding your way 
around this maze is a consid- 
erable task - never mmd find- 
ing numbered pods An 
3-mazar^g game wrth an in^- 
tiveof£5.000; 

• The Prize is nothmg spe- 
cial as games go except for /te ' 
srte^r S!^& and the tact thai ihe 
giBphics are of a high stan- 
dard Th9 aliens are very vari- 
able, well at^imated and 
iffmgkiatfva in design The 
way (hey beham is also var- 
i&d, ana if s a nice touch that 
on clBanng a chamber and 
entering another onty to find it 
packed so that you retreat 
back tha w^y you came, you 
find Sre once empty cfjamber 
you originafty fert is now 
packed agam. Tt^at sort of 
misWke can cO^I fiv&$f Tfte 
game heaps you busy whictj 
gives it its addictive qualities / 
musf say, I anioyed playing 
this game,' 

• 'At last Arcade have 
broiight out a game that is 
addicHve to play ar>d not juat 
graphically pleasing The 
game has several difficulty fac- 
tors built in - tf^e Cnushers are 
parbcularly hard to gel past, 
requiring nerve and some skill 
in timing. I also enioyed the 
energy base klea This not orily 
tooks quite effective as it 
charges your ship up. but rt 
also gfcves you a few moments 
o1 carefree fun as you charge 



where you like, sweeping 
everything before you . Cotour 
IS well used Itiroughout the 
game, espeaalV m the solid 
areas behind the edging walls, 
and the graphi<^ are large and 
move smoothly. Quite an 
addictive giame, 

COMMENTS 

Control keys: cursors 

Joystick: Kempston, AGF 

andProtek 

Keyboard play: responsive, 

though made harder 1^ use Of 

Cursors, and generally f 

with a joystick 

Use of colour: very good 



Graphics: good 
Sound: at>ave average 
Lives: 5 

Originality : standard giant 
maze type game 
Generating rallrq: fairly 
addidive. pHayat^le and with 
good incentive. 



Use of computer 60% 

Graphics 82% 

Playability 75% 

Getting started S9% 
Addictive qualities70% 

Originality 55% 

Va I ue for n^oney 69% 

Overall 69% 




Hstsmliling a htwHtftrtd mlna on Urn tilflptonii - Qp^r Hipper. 



Zipper 
Flipper 



Producer: Sinclair 
Mennory required 4flK 
Retail price: E5.95 
Language: machine code 
Author: R.E.D/Sunshine 

It's late at night - the cafe's 
Ofowded - and Ihe musics 
playing loud The hunt is on for 
a pinball wizard - the one wfio 
can rnaster the rolling ball, tt 
takes lightning r^ faxes to mas- 
ter the 2tppef Flipper and it's 
your tyrn to play 

So says the insert So, as 
you may imagine. Zipper FHp- 
per is a pinball game, ar>d you 
may have atready discovered 
the Pinbati Wizard - that was 
by CP Software. The phncipl© 
difference between this and 
the CP Software game (apart 
from the graphics) is that Zip- 
per fffpper also indudes a fruit 
mactfine - nd as a separate 
game . but as a part of the table. 



The actual playirtg tabte 
looks a littSe like a surprised 
walrus with a telephone to jIs 
ear (or perhaps a sieam radio, 
whichever you preier) tt eyes 
are the two n^aiin central bum- 
pers with c^annefs atxjve for 
eyebrows and veiiicaf chan- 
nels for worry tines. Betaw, 
there are three srr^aller bum« 
pers for a rK>se and the two 
flippers for projecting laetft 
The teiephone bit is ttve area 
containir^ the fruit machinev. 
This is protecled from the main 
teWe by three rows of mutti* 
coloured bricks. Each time a 
ball hits a bnck il Is knocked 
out Shoukl ytHj breadi the 
wall entirety, your t>all may land 
\r\ the fruEt machine , whid^r can 
then be nudged for a bonui 
score 

Between of>e and five play- 
ers can enjoy the game, and a 
menu option provides for the 
setting up of a competition. 



CRITICISM 

• Th€i graphics in Zippw 
Ftippef are good but rather 
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uMxciting. Tb© rrravement o( 
the bait is very good, smooth 
and convincing - It even 
appears to spin as H rolls. Bui 
the main drawback is it>o fact 
ttiat layout and content are 
une^tdhng. Anyooe vvt>o has 
played teal pinb^ii will 
remember all sorts of features 
Ihat aren t here On the other 
hand it do^ ifidude \m novel 
leatufe of a Iruil machine. I 
dJdnt lito ttie somewhaf 
unoQfwmltOfial flippers 

though Generally good, but 
could have been more exciting 
Witti a few more features/ 

• 'Whether you witt fike this 
game or nof probBbfy 
CFepe/^Cte on how much you 
Ske lajW& game simulBtion^ 
PinbBll f$ on& at thosB things 
which ifte comput&r can do 
m^er we/f t dtdnt think this 
version was anything I ike as 
Qood as the CP Software Pin- 
ball Wizard b&caus& it tacks 
the lively cofour Of that one, as 
weif as many of the treditionBl 
bumper features A/so, the 
fink&d flippers were a bit 
shggish I thought The addi* 
tfon of the fruit rrvachme is 
interesting, but t donY krmw 
whether A actuaity adds much 
to the fun of playing. The balis 
do rati at}Out very realisticatly, 
and the addftton of a smalt 
bla^ crasa on them a/tows for 
BgoQdBpinntng feel to it tf ifs 
addictive thets because of the 
pmbati idea rather than the 
ganm. fkft a bad version, biit I 
preferred Pinball Wizard " 

• 'The main attraction of pin* 
bait is all the cotour. noise and 
numerous bumpers. This lacks 
in all rMpects a s IHe col our i s a 
bit drab and the table layout 
tent particularly exciting 
Nevertheless, itie graphics are 
very good and 1 enjoyed play- 
ingK, 



General rating: a reasonable 
implementation, but not overly 
exciting. 

Use of computer 70% 

Graphics 65% 

PlayabilitY 5B% 

I Getting started 63% 

Add i c4 1 ve q u a t ities 58% 

I Orfginatity 43% 

I Value for n^oney 60% 

Overall 60% 



Carpet 
Capers 



Producer: Terminal 
Memory required: 48K 
Retail price: £6.95 
Language: machine code 

This is a game about deranged 
cmrpet fitters The screen 
depicts the plan ot a very large 
room with several exits. The 



Control keys: left hand keys 
flip Eeft, right hand ke^s flip 
right 1 -Stowers plynper. 6-0 | 
rais^ plur^er. ENTER to fire i 
p and nudge 
Joystick: ZX 2 
Keyboard play: responsive, 
although flippers a bit slugqish 
Use of colour: well used olfe 
rather drab lookir^ 
Graphics: r>eat and excellent 
spinning ball 

Sound: realistic ball ping$. but 
nothjrhg else much 
Skill leveliM 
Lives: 5 b^lls 

Feat y res: I to 5 player games 
Originality: as it S a copy of a 
real gamSp otwiously not very 
higli 
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as removing your carpet as 
fast as you lay it. As a target is 
set and musl be reached 
t>efore you can leave the room, 
if you ve got the key, and score 
points (or square of carpet 
laid, you must keep well ahead 
of the apprentices deprada- 
lions Ar^ther problem is Ihal 
you cannot walk over d^nly 
laid oarpef. so it s easy to get 
trapped One way out is to drop 
two ot)jec^ if you have them 
and spoil the square, which 
lets you out. Attematively you 
wiil have to wait until the idiot 
catches up and remvoes a 
square to lei you out. 

You will tm stopped from lay- 
ing caipet if you njn out ol 
tacks or use up hammers and 
cutters Escaping from a room 
through the correct exit leads 
you into anolt>er room There 
are nine in all. each wrth their 
own spatial problems and rival 
carpet liners 

CRinCfSM 

• First glance at tt>e cover 
and I tt>ou§ht this was going to 





Iff and tfariABt^ wpH imtn fttttrtttg thi ir wiy ifmufft 
hallittirlltH. 



object is to cover the room with 
white carpet, of which you 
have an unlimited stock, tlhe 
mam pfolMems come in the 
form ot your apprentice - who's 
absolutely nuts and should t>e 
k>cked up - and rival hrms of 
fitters who have also been 
asked to do the job. 

Lying about the room are 
various useful implements like 
lacks and cutters and a ham- 
mef, as well as the essential 
key (wjthoui which you canixrt 
teave a room). There is also 
food around, which must be 
eaten if you aren't to starve to 
death. 

Your apprentice goes atXHJt 
eating all the food and picking 
up all the useful objects as well 



be a great game - and I was 
wrong for the second time in 
one dayf It just goes to show 
how a great lookifKf oovet an 
foot you into buying a game 
that turns out to be ruM)i&h 
Thl$ is the sort of game that 
you might have bought when 
the Spectnjm was first intro- 
duced. I hated it. 

• 'The idea is certainly an 
interestmg one, and Carpet 
Capers coutd have been a 
winner - except for a number 
of problems. The graphics are 
very primitrve; you. your 
apprentice end the nval titters 
are ttny squares with an outiine 
of a man in them. They all jig- 
ger atx>ut ffye place in an 



unconffolled manner, and it 
takes a long white to figure out 
what the heths going on When 
you do, you reahse it really isn't 
worth it. I'm astonished that a 
game that looks tike th^ one 
should have been released as 
new mese days.' 



• About the only thing written 
on the cassette mlay that turns 
out to be true is the warning 
at^out TVs inierfenfig and 
stopping proper loading of the 
prog ram „ tt claims (elsewhere) 
that the graphics are. Hi -res 
flicker free graphics and that 
the screens are. FAST 
machine codi actton. " Well, 
compiled rrtachlne code action 
maybe - they're certainly not 
what t would call fast, and no 
one could daim they were 
flicker free unless they were 
bUnd. The idea behind the 
gifne sounds quite good, a 
sort of updated Painter' type, 
but it s hard to enjoy a game 
that has such pcKX play ability 
and uncontrollable, poorty 
designed graphics. 

COMMENTS 

Control keya: very badly 
placed in a straight line - 0/P 
left/right. QP\N dowa'up. 
SPACE for drop 
Joystick ; joystick optik?f> 
mentiOfieo biit not stated 
which 

Keyboard play: 
uncontrollable, and terrible 
keyboard layout 
Use of coioyr: average 
Graphics: pnmitive 
Sound: fair, repetitive ^id 
unimagir>ative 
^ SkilHevels: 1 
Lives: you only die oru^e 
Originality: a po^^bly good 
idea obscured by a bad game 
General rating: waste Of 
money. 

Use of computer 1 5% 

Graphics 19% 

Piayebiltty 2% 

Getting started 34% 

Addictive qualities t % 

Originality WA 

Value for money 10% 

Overall 14% 
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THe Grid Win art bick - ua you (Uy ill^e tm on mft frid vlUi Zippviv, 
SnlteNs iniJ Camtlt? 



Matrix 



Producer: Salamander 
Software 

Memory required: 4SK 
Retail pcice: £6.95 
Langyage: machine code 
Author: Jeff Minter 

In our earliest issue we 
reviewed Gndwnner by Jell 
Minier This new game is subli- 

It ^ ten vears since the terr- 
Ue Grid W^s shook humanF^ 
(G/iyrzinneft and r>ow ihe I err- 
jWe Drokte have returned - and 
thejf are not alone The dr oids 
now drop bombs ai crazy ang> 
Im and ge^ierate force ftelds 
which deflect flre, sometimes 
straJgh! back af you They also 
liave a psydiologicaJ weapon, 
whidi makes the pilot think 
he's seeing caniels running 
down the grid. Your mission is 
10 defend 20 sectors of the 
Grid 

The grtd is tastefully 
designed to be easy on the eye 
lor once -dark blue squares on 
a black background. The 
droMs come down the screen, 
fogging left to right, and, 
when hit. tjreak their chain, the 
damaged segment forminq a 
pod. Tt>ey may drop bomos, 
and when reaching the base of 
Ihe &efe#fv, t^r? to move 
diagonally. A pod wilt romaln 
after forming until it hat been 
blamed to smithereens, or until 
I haei mutated into something 
meUer. in which case it will fall 
down the grid on top of you. 

To it\^ left ol the grid, and 
alor^ the t»ttom, there are two 
Za(>pers These move back 
arrt forth, firirig into the screen 
Whnre their beams meet they 
form a pod. The beam Irom the 
base Zapper is deadly If the | 
intich is above you and the 
Zapper t»elow; the Zapper wilt 
Bra out of sequence and get 
you Some screer^ have 
deneoorSp big screens in the 
I centre whiJi deflect your 



appear on their own and with 
diOidS. On their own they 
dtorotse your score white 
Ihey'f© on tt>e screen, but wUh 
droids they are harmless, 
although they get in the way. 

CRmCISM 

• 1 feef this is a good game It 
doesn't have the most excrtrng 
graphics I have ever seen, but 
the game makes up lor that I 
found it very playable and rela- 
tively addictive My main 
grumt>le is that after every 
game the menu returns to the 
keytxjiafd option. This is rather 
annoying when one does not 
notice or forgets to select the 
required opuon Perhaps on 
the pricey side at almost £7 - 
let's not have the Commodore 
people trying to increase the 
price of Spectrum software! 

•. This game ^s a cross bet- 
ween a Cenfirpade and 
"Grrd" gam^B but it s ,much 
spBedier, Graphics ere smatl 
and quit^ unihteresttng and fly 
about so fast that you cant 
concentrate on th&m or see 
thBm. Colour has not 5een 
used to the computBr'B tuff 
capacity, but the expto$k>n$ 
am quftB mat Bmicaliy. i 
think there s much too much 
going on in the game all at 
once for it to be very play^bla 
Of tddrctivB - aithough some 
arcade mutations might be 
ad/erocope." 

• Centipede meets grid for 
the second time I fourvd this 
newer version more fun to play 
thari Gndrunner because the 
drokfe do more, txjt the cameis 
just seem to be ttiere for the 
in-ioke quality rather tfian any 
useful game reason again, tti© 
^raphK^s are tmy and the game 
IS super fast I Irke the fad ttiat 
you can enter any level bet- 
ween t and 6 and the snitch on 
the top keeps you on your toes 
rrfcore But much after level 7 it 
all be<xrmes very hard, with 
two drois and everything else 
happening at once/ 



COMMENTS 

Control keys: 1 'P tail right, 

Q A up down and O to fife 

Joystick: Kempston. AGF 

arxl Protek 

Keyboard play: quite good 

posilkms. very responsive 

Use of colour: average, good 

use ol contrast 

Sound: fair to average 

Skill levels: 20 

Lives: 5 

Or Ig i na I it y : new featu res to 

make an okl game nKxe 

complex 

General rating: Good if you 

Ijke very fa^i grid games. 



Use of computer 


57% 


Graphics 


51% 


PlayabUity 


64% 


Getting started 


B0% 


Addictive qiialilies 


55% 


Originality 


f>B% 


Value for money 


52% 


Overall 


60% 



Psi-Spy 

Producer: Postern 
Memory required: 48K 
Retail price: £7.95 
Language: machine code 

Psi-Spy is a son ot 3D 
edveniure/arcade game wtiioh 
takes dace under the purple 
dust or the Wandefing Planel 
where, it is fumoured^ f^ctets 
the Labyrinth, a remnant of ttie 
once great dviiisation of tt>e 
Ovedords. Great wealth and 
high adventure are promised 
alRtxree ready tochallengefhe 
siilf active Guardians and find 
the frve keys of Zar, wittKHit 
which exit from ttre Labyrinth is 
impos^tile. 



The game comes vvith a very j 
complex set of instructkKTs, [ 
without whk:h it i$ »mpo&$ i ble to 
gel into the Labyrinth, let abne 
leave it. The game starts off 
outskle the ma^n entrance wifli 
its towered portcuHis Tbefe 
are flashing detectors which 
aJerl a Guardian, who will 
come and chase after you aa 
ypy try to colled the aniosfit 
Rings of power. 

Once iris4de. the game 
becomes a maie of interlinked 
rooms, most of whtch ar& pro- 
tected tjy guards The guards 
must be killed t)efore an ot^eci 
can be picked up. In this stage 
soreefi commands wHf activate 
Iheaame: these are TAKE and 
FIGHT In addition you can 
tiave spells, a tachyon gyn (if 
you have the ammo), use tax 
relurns in bafgajning and there 
are brain bugs which work' 
against intelligence (not sur- 
pflsingly pertiaps!} 

The 3D in stage orve is drawn 
wfth a §tf orx; perpaective, and 
the gyard alters in stze depend* 
ing on his position. In the lalief 
stages, 1t>e rooms are shown 
as walls in perspeciive from 
above Screen commands do 
not have to t^ typed i^n, but a/e 
accessed ttrough single 
numenc key presses^ 

CRmCtSM 

• My review of this game ia 
necessarily short because it 
alnrtost compleledly failed to 
work I have to admrt that even 
wrth the complicated mstruc- 
tk^ns I couldn t understand a 
thirtg thai was going on. In fact I 
was so worried about my 
shoncomings as a Ps^Spy thai 
I ^ in a lew friends to see if 
they could make head or tail of 
events in the end we did man- 
age to suss Qui some things* 
tHJt I m at a loss lo expiam any 



Tiyto(rtttn-Ptt-8n. 
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of them. No ttoubt it's a wonhy 
©ftoPt to CfDss arcade wiifi 
adventure, but does it a!l have 
to be so damned compfi^led? 
Certainly a serious problem is 
that you have !o think and act 
fast and thwe are a lot of keys 
lO use. May be wonderf ui if you 
Ike a hea<lache but I couldo'l 
get on with it at all 

• After pf&ying ff^is game 
BBveral fimes a/id /bra cou0b 
Of hours Qt toasr^ I siifl havBnt 
malty found out what Im 
meant to ba doing. dBspita tha 
long insffuctfons. An attamf}t 
has been made !o produce a 
30 amade ad¥anturB which 
has totaffy f&ited. Because of 
flS compici&ted ot^curity any 
ptayabitfty the game might 
h&m had has been spoHed. 



graphics are adequate, and 
there is obviously an idea in 
there somewhere trying to get 
out; 

COMMENTS 

Cortlrol keys: A/D left' right. 
USYM up Of away/down or 
lowarcfe plus nurnerics for 
sofeeti commands 
Joysticks none 
Keyboard play: sensible 
positkxis. responsive 
Uae of colour: average 
Graphics: sn>oo!h bul 
undeiarled, not very large 
Soynd: hardly any withoyt 
Microspeech, busy with 
Skill levels: nnodified 
IhroLtghout accQrdjng to status 
Lives: 1 





Trliifl lo |et oul - Pti Spf . 



T?ie graphics move $moo(ftJy. 
quiclkty. but are nor ar att weff 
drawn A lot of them are sm&ti 
and undetaited and none of 
them are vary colouffut Cur- 
rah Micospeech facHity has 
been usad qutta wall and has 
been backed up by a text 
which ei^ptains what its say- 
mg, so you don't have to try 
md work n out*' 

• 'In the first screen, the object 
seems to be to gel the portcul- 
Hs open and get inside. The 
gate seems to open at odd 
moments quite unrelated lo 
what you are doing. Also the 
guardians have a dtstir>d 
advantage because they really 
do move very tasit sometimes 
even sup^^ast. I say the object 
teems to t>e to get the gale 
open, but in fact the easiest 
way in fs fo get killed by the 
guardian This is typical of the 
way the game has been 
designed to confuse In my 
opinion it is unpayable, 
although t^ie keys are well 
used and respofksive. the 



Originality: onginal but 

«>nTusJng 

general rating; fair^ very tiand 

to play and a bit pncey 

U se of computer 56 % 

Graphics 57% 

Playabiltty 32% 

Getting started 54% 
Addictive qualities 
Originality 

Va I ue f o r mo ney 45°i 

Overail 47% 



25^e 

60% 
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Sabre Wulf 

Producer: Ultimate 
Memory required: 4aK 
Retail price: £9.95 
Language: machine code 

In most respects this Is prob- 
ably the most redundant 
review in this issuer By the time 
you read it. it would be surpris- 
1^ if you arem already ari 
expert at playjnc Sabre Wutf, 
tfie latest game from Ultimate 
Due to the inevitability o1 the 
natiiral law which states: Ulti- 
mate will always release a new 
ganne at the last possible 
morT>ent before CRASH goes 
to press - we have had to do 
tMs one backwards in ordei- to 
get a ny co4ou r piety res fitted in ! 
SO below you will find the cnlic- 
isms, and on the opposite page 
the general bits and pieces 
wiihmepicttjres. 

CRITICISM 

• After walling a week in a 
StaieOl extreme anxiety for the 
phone call to say, ITS 
HERE?" I almost fainted when 
ii came Then came the blow 
They totd me I only had two 
hours to gel it reviewed' But ft 
lakes almost that long to Joadf 
In two hours, all you can do \s 
run around like mad. try and 
stay alive and explore the 
oouniryskle. Or rattier the jung- 
leside. I did get to see natives, 
sptders. scorpions, lively and 
sleepy hippos, dandng ifames 
and I pid^ed up all sorts of 
things I also saw lakes and 
mountains and gd chased by 
the Wulf or a wulf anyway. As 
to how the game plays, ^t is 
going to take lor^ger. but the 
grapnics are fabuious 
detailed, cotourftti, varied, 
eirtrafTiety welt animated and 
vwy fast The sound is great 
too After a short time i am 
convinced its better than Atic 
Atac. Time wilt tell Pity abOiit 
the steep price increase, but I 
Ihink the game is worth the 

• in my opinion th!s f& ^tate 
of the art Spectrum software 
tts basicatty a lungfe versmn 
of Mic Atac but much nmre 
involved (and better too} The 
graphics are superb and 
axtremely cotoudui Many 
animals are to ba found mid 
there are tots ot garne fea- 
tures I tett that t had travatfed 
(or mHas yet onty attmned 25 % 
- tndfana Jonas eat your heart 
out! On the subfect of aims. 
Ultimate have included an 
inscription or warning. After 



some thought f took it to mean: 
gel the tour parts ot the amulet 
an moape through the cave 
fwittKHAthe amulet you cannot 
Asave^. / have two main critic^ 
isms, neither of them very sen- 
ous ft) Occesfonaity on two- 
player games Wfth a Kemp- 
ston^ I was unable to move 
upwards untif several fives 
had been lost. (2) The price ot 
£9. 95 rs a steep increase from 
€5 50 Even SO, t would StiH 
recommend it to anyone. It's 
wonh almost any two £5.50 
games on the market But / 
wonder whether thts increase 
Witt mean an increase in ft^ 
piracy, (in a p/ea to pirates I 
would Hke to say that their 
actions couid rhean that 
htgh-qualfty software such as 
thts may tend to decrease!} As 
a final opinion all f am going to 
say IS that this is a Software 
Masterpiece (anything less 
would be a gross understate- 
ment} ThankSt Ultimate' 

• 'Sabre Wutf takes Atic Atac 
further. There is the search, 
the far h'om friendly creatures, 
the central nriystery o1 what 
does what - but there is (ust a 
lot rnore of it. i nonaged in t^ie 
Short trme allowed fo get down 
to the bottom where you can 
see the mou mains, passed ttve 
Wulf (who IS much faster than 
you. dont try to outryrj him) 
and to the skte mountains 
where i found I could leave the 
lungle and mn along the moixn- 
lain tops. Mum lurther, 
though, is going to need moPQ 
timel Fab graphics and sourid, 
bfiltcoburs - words lail It s the 
game that «Kjnte - play the 
game/ 

COMMENTS 

COfilrol keys: UHimale's 
famoys QWERT ccmbmation 
Joyettelt: Kempston, Sinclair 
2, Protek, AGF 
Keyboard play: very 
responsive 

Uam of colour: excellent 
Graph ics; excellent 
Sounds excellent 
Features: one or two-player 
games 

DriginalHy : lop marks 
General rating: despite a 
price increase, still good 
value. Probably Uttimate's 
best game to date 

Ratings: At short notice it 
has been difficult to give an 
actual rating for Sabre Wutf 
that would make sense, 
and it s probably redur^danl 
anyway. Let's jusl say 
^unrateable!' and leave It 
to yoy to decide. 




SABRE WULF 
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H b, perhaps. sJmost redun- 
dant makind an UHlmJite 
mm a CRASH SMASH. 
From the fnoment the fifsl ad 
tot Sabf^ Wtjll appeared, th© 
queslion we have heard most 
is. Is i1 CMJt yei?' Those 
fijfnoyrs which suggested that 
SBbre Wutt ^vould b@ tike Aiic 
Atac are. In many wavs, cw- 
reel. What we tmve here m 
another Ultimate mystery wfth 
a glossy, ciypttc scenario, i 
kmg cast list of tt>© hofrocs to 
be encountered, and very Irttte 
alse As in Ado Amc . the player 
is expected to explore, dis- 
Qover arxJ die endtessly unttl 
tWr^ begin to slot into place. 
Also as in Atic At&c . the game 
plays in a massive maze where 
it any moment you will tie able 
to sea a place you would like 
to reach ar>d rro otivk^us way pf 
geffiina there, 

Unrlike A^c Atac ttiere is no 
pickup/drop key, and oortse- 
qMently no info bot to tell you 
what you are carrying or how 
strong you are. This deepens 
Iha mystery. How are you to 
know whether you are on the 
right track? (Forgive the 
maze- like pyn } The or^ly starl- 
ing point is the dire WARNING 
etched deep into lifeless stone 
and reprintod on the insert Put 
together the four sundered 
paces of whal must be an 
ACG Amulet so you can pass 
the keeper wrought with hate 
and gain an entrance to the 
gate. 

Any review of Sobm Wutf at 
this point coykl only scratch 
the surface of the game's 
complexity. But it's safe to say 
Itiat. like Atic Atao. it wid 
endure, 

Wiat we do have immedi- 
atety is a gtawng screen full of 
COtour. iritiicately drawn graph- 
ics, constant animation and 
actkx) and a desperate desire 
to get on with rt and find out 
wtiars goino on in this tangled 
jungle woiid Ultimate are very 
gocxl at designing games wrth- 
out e)(planatton or hint, but at 
prcnrtding enough ciues in the 
actkxT itself for yoy to try out 
thirigs In this sense both Aiic 
mc and Sabw Wult am really 
like graphic adventures. It is up 
to yoUn the player, to find sotu- 
lions to the profc+ems The very 
tact that the prc^ems exist is a 
fua/antee that there will t^ a 
SDlulion - II onSy you can dis- 
cover tt)e r>ght gombination of 
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AVAILABLE FOR 



ZX SPECTRUM 48K 



' olio wing in the tr add Ian of du p^r bi 
aciapiations of the H. G. Wells 
i clas3ic: CRL in association with OHP 
proudly presents to the world of hon^e 
computiny the strategic arcade 
fid venture *The War of Ttie Worlds'. 
Baeed on Jeff Wayne's internaiiooally 
successful double album. 
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THE DREAM MAKERS 



■ t^KMll^l f flllvril^TH CM»II niH^Vd ■■PtMhll.llCHI, N«W Sfcffc HMM 



CRL House, 9 Krngs Yard, Carpemers Road. London El 5 2HD Telr 01-533 2918 
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By Nigel Salt 
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GRAPHIC 
DESIGN TOOL , 
for SPECTRUM (ASKJP' 

£9.95' 



^.^%1 



24 X 24 GRID FOR H.R. GRAPHIC DESIGN, 200 CH. STORE. VIEvi^ AND EDIT 

UP TO 9 CH - CHOICE OF 9 FORMATS - ROTATE ^ MIRROR (HOR. OR 

VERTJ -- MENU DRIVEN - KEYBOARD/ JOYSTICK CONTROL - TOOLKIT 

INCLUDED TO USE U.D.G IN YOUR OWN PROGRAMME 

r/?4£Jf f>VQ{/W/fS ANIROG SOFTWARE LTD. 29 WEST HILL DAftTFORD KENT 103221 92S1 3/8 

MAIL ORDER 8 HJGH STREET HORLEy SURREY 24 HOUR CREDIT CARD SALES HORIEY (02934J 6083 
PAYMENT ey CHEQUE P.O ACCESS/VfSA nwriLtr (u^y^, btis3 







TO THE STARS! 
FOR THE 48K SPECTRUM FROM CifilM^O^W &f^^^/Mti5 
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SPACE IS DEEPER THAN YOU THINK . . ." 



ONLY £5.95 EACH 

100% MACHINE CODE 

ARCADE ACTICNM, FEATURING 

GARGOYLE'S STUNNING 

CARTOON GRAPHICS. 



AVAILABLE AT SELECTED 
RETAILERS Ofi SEND COUPON V/f/^J 
DIREaTOCAROOVL£, ^* 



DEALER ENQUIRIES WELCOME. 
TEL: 021-236 2593. 




PLEASE RUSH ME 



, COPV^OPieS OF AD ASTRA. 



i ENCLOSE CHEOUDPa FOR E 



@ £5.95 EACH 



POST AND ftACKAONO FREE 



Send this coupon tor 

GARGOYLE GAMES, 

4 NORTH WESTERN ARCADE, 

BIRMINGHAM, 

B2 5LH. 




. WIN A COPY OF THE FABULOUS 

SHOOT 'EM UP 
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AD ASTRA! 

Can you fight your way through 20 segments 

of fully animated space terror (o reach the 

Way Station? Can you sur^tve your mission 

to the stars? 

Now you can find out! tn association with 
Gargoy/e Games, CRASH is offering readers 
* the ettance to win a copy of Ad Astra in this 
\\ competition 
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Ad Asfra was first reviewed 
anywhere by CRASH In the 
M^ laftue, and all the revkevw- 
en who saw preview copies 
were impressed wrth the 
graptilcs. bolh for their size 
and for the use of 3D in the 
oame- Since our review. Ad 
Asfra has gone on to jump into 
Ihe disiribtitors^ charis, due 
reoognition of its qyalities and 
its shoot em up ackJidiver^ss 

Gargoyle Games is a 
Birmimg ham -based company 
loumied by three partners , 
Greg Follis. Roy Cart^ Bfxi 
Ted Heatftcote Ted <s 
roaponsible for the sales side, 
white Greg and Roy are both 
designers and programmers, 

Greg {36) and Roy {30) have 
been invotved with computers 
for almosl 1 6 years, working as 
commercial programrners afid 
analysts At the moment Gar- 
goyJe is siill only a part time 



; 
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occupation for them. They bottt 
work on the games programs 
atthough Greg concentrates 
on the art and design side, 
while Roy deals with Itm actual 
progfamming Gre^ went lo art 
college in StourtNidge where 
he developed an interest in film 
(ediniques. an interest sBII 
evident m the design of Ad 
Astra. This aspect wiTi be evert 
nKift developed in their forth- 
ocxning games 

Greg says, We aim to hit a 
film type image, smooth mov- 
ing and lifelike - a bit hke Wart 
Disney cartoons. I suppose 
you could say that we're aim- 
ing for realism/ 

Their next game is stnkinglv 
calied Tif Nb Nog. tf you think 
that sounete a bit Welsh then 
you'd not be far off It s actually 
the name of an anicent Celtic 
Paradise TirNa Nog is based 
on Celtic And 'Greg originated 
mythology. "The hero is a 
targe figure whbo is a&(e to 
move about the screen (or 
rather the screen scroHs about 
himj and he s fully animated 
harr, hands, head, the Id 
moves r says Greg enthus^as- 
tically^ Its a b^t like shifting the 
view arigte of a camera around 
- each v^ew being redrawn at 
the tww angle to relate to what 
has been seen in the last 
angle.' 

On" top of that tximes a 
strong story line involving a 
major quest and several sub- 
sidiary quests. Primarily Trr jVs 
Nog is an action game at the 
interactive level, so it's a blend 
of arcade and adventure, More 
details of Tir Nb Nog when we 
see a preview copy soon! 



Hi 



Meartwftile, if you haven t 
already rushed out and tKHight 
a copy of Ad Asfra , don 1 waste 
any more time! Send in the 
answers to this competition 
Some of the answers nmy be 
found on page 14 of the May 
issue of CRASH, where Ad 
Astra was reviewed. 

Entries should be on a post- 
card preferably - we don 1 mind 
them included with other cor- 
respondence but make sure 
the answers are on a separate 
piece o< paper - to arrive at the 
CflASH oftices no later than 
Thursday. 26th July Send to: 
AD ASTRA COMPETITION. 
CRASH, PO BOX 10, LUD- 
LOW, SHROPSHIRE SYS 
IDS. The <irs1 100 correct 
entries drawn from the bag wjJI 
each recerve a copy of Ad 
Asffa. Winners will be notified 
shortly after the draw by Gar- 
goyle Gamev. 
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UQUIDATED! 



Introducing five great new games from 
CCS guaranteed to give you plenty of 
trouble. 

YouH get no peace in the prohibition 
days of Gangsters - if the cops don't get 
you, your rivals will. Try keeping your 
head above water in Brewery - a game all 
about liquid assets. ^^ Well tiy our 
hardest to sink you j^P^ in Plunder - 
a world of Elizabethan piracy. And 
we're sure Battle 191 7 is more than a 
match for anyone - it should be - it won 
the Cambridge Award. 

As if that's not enough, we've even 






created Abyss - a feast of excitement 
and hidden danger for those who dare 
defy the evils to t>e found beyond the 
Mountain of the Golden Lion. 



So if you want trouble - we've got 
the games. 



• 



All available for Spectrum 48K at £6 
(Abyss £5). Selected titles available 
from W,H. Smith, Boots, Rumbelows, 
Greens and all good computer shops 
or 



Cases Computer Simulations iJd., 
14 L^ngton Way, Ljondon SE3 7TL 
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GC Strategy Gamas. 
TKey're no pushover. 



T-shirts & 
Bindei^ Offer 



on f»ck ftiid ihoykter HHJtii »or 
lattlng ^mar. ThUM fiizist, i«i black 
wfiA 1 bmi CRASH dMign hi ttv«d 

E4-50 tnci p&p 



Fob 

flMCyll 
afir>Qck 

dMlgnm 
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Oijr fat binder dOMn'l jus! look 
mg^mmwrn wt!i irs siivei btoc^ed 
CAABH logo arKi aurk blue Nmsh 
It s also $trQng ^rxxjah So N>kJ a 



Build yourself the mo$t compmh^nsive manual On SF^^^trum 

software ever seen! Save your issyes of CRASH month by month, 

and tuf n tti«in into the hard cover with the tattenjng solt centrttl 



years suppfy ot CHASM away 
(rem yoijf frt^fKlS' And its only 
C4.M indudir^g pMlage and VAT* 
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FREE IN-DEPTH 
INDEXI 

« LMyo mmBmn meniofiHi m% 
m Mtm pi«e. he^i beon loM In 
g«1 ft logeihef f^e ve geMrmnly 
provided Nm wim a aeoond »fTy 
^sk) and CKganise an Indent foe 
tm 12 issues your birbder will bold. 
The Ifviei IS abaolutvly FR£E to 
•rMfki who orders the bncSsF and 
wi be sent Aurtofnaticiilly in Janu- 

So itMike sure you turn fOu>r 
fssuet into the CRASH SpeGmim 
Software Encyclepeedlal 



Be a Superior Alien with your very own 
CRASH T-shirt and sweatshirt! 



PfMM MAd m* ^CfUSH T-shht* Name: 
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cftAm iinaerfi) 

«i C4 JUS I enclose Cheqi>ft/PO payebte to CRASH MICRO E™ 
(ewnaia onSn plaaaa Kid 40|»^ ^ ■■■■tftowanpyitodiiwfy 
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CRASH MICRO, Frrapost, Ludlow, Shropthfre SYS 1BR [ 



Moffof 



hewrt 



J,.'. 



OF EVIL 



Thefe are more than 40 rooms in the 

maze- like Tower ol EviL Throughcsul the 

Tower ts scattered the stolen Irea&ure of King 

Salrmo®. which Andros must retrieve and 

pla ce in the sacred chest at the to p of 

the Tower. 

TbCOHecl the tfeasure, Andros must travel 

from room to room, duelling with the 

DemS-Clones, wrestling with the Baphoneis 

To defend himself. Andfos can throw fireballs 

from hi.5 fingertips, but even this skJI! caiinot 

help him negotiate the dreaded F«re Rts. 

which must be leaped in a single bound. 

Tower of Evil is for experts ocity. 

We guarantee you hours 

erf enthratling, laat action play 

Yoy shoy kJ tir>d Tower of Evil, witti a free 
poster offer at any maior software ffliflltef. 
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f\nc-20 version also available). 




CREATIVE SPARKS 






DEREK BREWSTER'S 



This month Derek Brewster takes a close look at a 
space adventure and some games for girls among 
others. But before that, he discusses some points on 
presentdtJon . . . 



PRESENTING THE ADVENTURE 



Ttw format an adventufe 
UMfl for display is important 
Since i1 shows you where you 
are, what iiem$ and monsters 
py see, and how you might 

h is surphsing when well- 
coded games involving many 
hixir^ Of c^Dncened erf ort are let 
dom by a dunerad display 
with all Ihe informatiCKi jumbl&d 
together in a confysing way 
An untidy, scrolling list of 
Mxed description and input 
baiiriy separated from the last 
location's mess is hardly the 
manner in which to present a 
complex adventure. 

An improved fom^t can 
make use of diflereni colourB 
for dtSjAdS you come across, 
the mofislers you meet, and 
especially when in a msh, ihe 



eKits Similarfy, capital 
BRIGHT and FLASH tOuM t>e 
used more tor emphasis 

Temple of Vran f^as gone 
soma way in tachliog tnese 
prc^tems with neaily bbxod-Jri 
locati^on descriplions pre- 
sented upon a freshly cleared 
screen and your input bearing 
a different coiour These are 
simple changes indeed yet add 
much to your enjoyment of the 
game. 

The mwe complicated and 
involved the game the more 
important the input routine. 
Snowball has a very poor, 
sluggish mput routine which 
hir^ers fast typing and has no 
audible confirmatJon of key 
depressions; this m an other- 
wise highly sophisticated 
game. 



Many adventures only use 
delete when it would be a sim^ 
pie matter to use the Specrrym 
input routine (hat aHows full 
cursor control A game with a 
bfoad arxi friendly language 
that goes beyond simple 
verb/noun couplings needs to 
make full use or the editing 
(acilities of the Spectrum. It 
would t>e a useful feat y re. par^ 
ticularly with tlTOse games 
requinng k>r>g, intricate inputs, 
to enable the rescue o1 an 
incorrect mpLit line so it can be 
bf ought back on to the screen 
and corrected Fsntesia 
CHamond and The Hobbit don t 
allow cursor movement 
I h rough the input characters - 
onty delete is used. In a n^^iom 
strakghtfonvard verto/noun 
adventure this would not be 



such a drawback but cerfainry 
^ when dealing with the hjghly 
complex sentence analyses 
featured in these games. Long 
sentences are oflen used 
when comfnuntcatirig vMh 
other chare^^tefs: it would be 
uselul to recall the previous 
inpyl were it not understood 

VafhaHB has complex syntax 
cheddng which rammendatily 
doesnl allow ttie entry of sen^ 
tence structurM. it doesn't 
understand 

Before leading you through 
the maze of this month's 
adventures let me just point out 
the simpkrst advarxie in pre- 
sentation - vtrhite. Of even bet- 
ter yellow, tejct on a blade 
background which is much 
easier on the eyes around 
midnight < 
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Producer: Level 9 
Computing 
Retail price: £9.95 
Authors: P. and M. Austirk, 
L Buxton 

Snoy^bati is a large adventure 
game with over seven 
mousar>d tocations but don t let 
this dissuade you from urKler- 
taking Ihe adventure as nmny 
ol the locations are repeated 



Although this may give rise to 
misgivings concerning the 
Structure of the game, let me ai 
OTKS allay such fears Snow- 
ball 9 IS an intarstar transport 
and the repeated locations 



reflect the symmetry inherent 
in any welMeslgned. modular 
spaceaaft. 

Level 9 have produced a lav- 
ish booklet giving 12 pages ot 
information ar>d background 
I hat leaves the fandful etfons 
of less literate manuiacturofs 
firmty folded within their highly 
decorative cassette cases ^ In 



short it Is eiccetem and reveals 
a Itorary style arKJ 11a jr which 
imbues the wt>ole work, and 
owes much to a oarelul con- 
sideratK>n o1 the game as a 
wholesortie €or>oept as 
opposed to a mere flight ol 
whimsy. TV Star Trek fans may 
krK)w somethir^g of which I 
speak. 

The booklet, tike the adven- 
ture, is both inform^ and poin- 
tedly witty in a way that only 
science ficfton can be It 
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Jndudes a geopolitical sum- 
mary of 2195 and paints a mt 
impfausibls pcturo of five big 
saphisticaied. fully urbanised 
nations overseeirig a stiatus 
quo tliat has the Free NaiFons 
poof and under-deve toped In 
the near future the Big 5 will 
finally deckte 1o help but m the 
2 1 90s !hey are chasing siafS- 

You play Kim Kml^erley. 
secret agenl eKtraofdinary. 
afKl you are descnbed a$ laiiiy 
Irrtelfigent and athletic with 
brown eyes and tatr hair Cap- 
tain Kirk perhaps'^ Unlikely 
siivce you are 55 kitos and only 
1.7m !alt - and youVe a 
wOfnan 

A detailed background m the 
booklet tells of how Snowtjall 9 
9el olf for the EEC s Ceres 
base to ootomse the star sys- 
tem Eridani A Pa^fnger dtsc^ 
CdRying 200.000 cotonisis 
were folkswed by the Snow- 
trail's engine unrt acc^erated 
rapidly by its four great fusion 
motors Ten ion bkicks of 
ammonia-ioep fired from 
acoelifmtofs beyond P(uto, 
ware reefed in by Snovvt^Hs 
skyh<K>ks to be used later as 
fuel for the fusion drives The 
toe-shell wtijch pa^e the 
Srvowttatl Senies its nanr^. 
fermad fTCisiHoMhem^^4h© 
cornpleted craft 

You begin the adveniure 
inauspiCKXiE;^ e>noygh in a oof ^ 
lln - a freezer ooffin - as fea- 
hjred in science fiction filrns 
Much of the early phase is 
9peni sidestepping (or wailing 
- a due) the orriinoufS clanking 
and indub^iabty deadly night- 
Ingaleo as you stn^gte io rise 
Irom the kmer levels of a pas- 
senger disc. Youf mission is Io 
find Ltie main cor^trd room in 
the ermine unit and save the 
starship YoM hnd yourself in 
an iniimidatingly vast starsMp 
tmt part ol the adventure is to 
find thai part which is mc^t 
consequent laK to your mission 

The first thing that stnkes 
you dunng the eariy scenes ts 
the quality and sut^iance of 
the descriptions The language 
is very imaginairve: YOU ARE 
ON A SK5NIFICANT CYLIN^ 
DHICAL LEDGE ABOVE 
STEPS TO A TOROIDAL 
WALKWAY THANSPEX 

TUBES LEAD AWAY 
THROUGH A MAZE OF 
WIRES AND machinery; 
and THE SOUTH WALL IS A 
WAVERY AND OBSCURE 
CONFUSION OF FLICKERY 
VIOS ' Sortie of the e)camir>e 
reports are amazingly long and 
detailed. This trier ary compe- 
tence IS lurther affirmed with 
the fnclusion of science ftction 
scenes and devices. Cylindn- 
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cai airiocks \m t>etween 2 iris 
doors, cyladders transport you 
up and down (or on a larger 
scale - arouhd); there are 
transpeirtubes. ullrasoiind 
scalpels and pf a steel, plastic 
with the strength of steel 

Well, it you insist on receiv- 
ing aome dues You must have 
the heiffiel before enlenr^ the 
air todc f although you are given 
one or two moves to get tvack 
out) and you need the probe to 
repair the robol which g^es 
you a space helmet in return. 

You don t score points for 
collecting treasures in Snow- 
bat! instead you gain by doing 
things thai are steps on the 
way to the eventual goal. e,g, 
assemblir^ a working space- 
suil scores points, Accordir>g 
to that learned script, the book- 
let, if you gel kited you k>se a 
lot of points, tis amazing what 
you can team if you read the 
instructioris! 

Snowball has no graphics 
and IS a I rifle licm but I woukJ 
neiiferthelass hlgh^ recom- 
mend ft The aaventure sets 
new standards iri de^criptio4% 
arrd can t>e likened to a good 
science Ik^tion novei The loll, 
vivid and highly imaginative 
text evokes a mental Emaqery 
that far surpa^es that whicn 
any simple oxnputer graphics 
might achieve 

The program is s^ery user 
friendly both with the input it 
wW accept ar>d its respor^ive- 
riMs. There is a ple^mntly 
suipnsing width of intelligeni 
resfK>nses for any input you 
may think up Deiinitely an 
advenliire tor aomeone with a 
bad <^sm ol the You Can ts . 
Tfiose powerful and realism* 
creating commarwls. Search 
and EMamine, are used exten- 
sively to a point when you can 
certainly believe ihai Level 9 
have devised their own 
super-compad adventure lan- 

?uage known as 'a-code^ 
heres no quest ron that 
they Ve packed a lot into this 
one. 

Level 9 have produced a 
very good adventure that sets 
new ^andards m des<^ption 
and data impaction This is 
very mu* my idea of an 
adventure and is set Io 
become a dassic. 
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10 
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10 
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10 
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9 



Jungle 
Adventures 

Producer: CCS 
Memory required: 48 K 
Retail price: E5.95 
Author' B. Bartis 

This is arK)ther In the Games 
for girls series The objective 
of the game is to help Bobo. a 
young African girl. Io get home 
safely from scfvool through the 
jungie 

ihe game consists of two 
parts. 

TT^ first part is a ma^er- 
mind styl^e game, set in the 
school, where you try to guess 
the four otijects concealed in 
the four jars You tiave si>c 
guesses in a limited time 
determined by the leveJ Ol play. 
I'S. You can play with or with* 
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must guide her to her hut 
diagonally to tt^ opposite 
corner 

On your loumey across the 
screen you meet shops and 
creatures. If you are quick 
enough you can t>yy an rtom 
(prefefably one you couttil 
bring from the first pan) at the 
shop sirce you are never sure 
which creature you wHI bump 
into next An owl demands a 
book, a snake an egg. a canm- 
t)al a hamburger arid a ^nlla 
coconut If too stow at gimig ^ 
Ihe object demanded you loee 



-i.«Pight Object 

^rong pt»c 
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out sound, which is a nice 
touch The pnaes Bobo wins 
hetp t>er bribe the creatures to 
allow her safe passage 
through the jungle The graph- 
ics arid sound are^ood and tt>e« 
movement ol hamburgers, 
books, eggs and coconuts 
along the bottom of the screen 
IS very smooih: 

You enter tt>e seoorKi pari of 
ttie game cawfiryQ forward tfw 
ot)jec1s you guesMd correctly 
from the first part; eg two 
books, a hamtHjrger and an 
egg You see a map fnashed up 
on to the screen For about a 
second (level 1 ) and what you 
can remember of the positions 
or snakes, gonltas. owls and 
cannibals is ued to hielp navi- 
^te your way through the 
jungle Bobo starts at the bot- 
tom left of the screen and you 



one of your five lives. At higher 
levels the flash irnlk^tirig the 
creatures, positkms is shorter 
and you are grven less Irme to 
Shop or give up the objecis 

Jungte AdventurBS 

emerged as on^ of the more 
addiaive juries to pass 
through my tape recorder ihis 
month It IS a simple game but 
has that easy charm of a game 
well thought out and colourfully 
implemented A game for g^rts. 
boys and the young at heart. 
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The Ring of 
Darkness 




The Rmg of Darkness wbb a 
highly successful game on the 
Dragon 32 and has r>ow been 
oonverted lor the Sp^drum. 




Vouf firsT lasK is to develop B 
Characler lo represeni you on 
your quest and this is actiieved 
via a program on side A of the 
rassette After choosing your 
character nam© 40 points am 
distributed to det@fmine your 
Inteilig^nca. strength and agil- 

9f. In keepif^ with tru« role- 
aytng vogue the advef^ty re ts 
enad^ within a midwodd. 
your race can be Dwarf, Elf or 
Human and characleer clas- 
ses Include Wizards Warhor 
andHiief 

The ^une sees you messing 
through a scene with sample 
representations Of rivers, 
mouniains and forests . In 
sffiect your token remains in 
the oenferai area of the screefi 
M\d Urn map scroits in the 
opposite direction to your 
Bppa^enl movement On first 
plying yoy are urtaMe to cross 
the rfvers of dlinlj the rnoyn- 
tons and lh# lorwts are the 



home of deadly accurate anct 
seemir>gly unassailabte 

archers At almosi regular 
mtervaJs you are oor^fronted by 
bandits arxJ evil rangers and, 
stnca it is difficult lo escape, a 
simple battle sc^r^ho begins 
AMwugh you can be retur- 
reded three times on e«di 
occasion one of the objecte 
you were carrying ^ mislaid, 

Every r^m aM then a »1- 
tteiTient appears though Bor^ 
etofton looks remarkabfy simi- 
lar to Port Stillwaler with a 
Smrths, Aitrts, PtJ&S, and 
Magic and Kings domains. 
Buying and selling sterns at 
Will's Weapon Store is a nice 
pan of the game. One quest 
had me searching foe a jelly 
cube {curious - bot simitar 
fonnns are not unknown to the 
roJe-playjng fraternity^ and On 
another I was searching for the 
Sinclair sign. 



The game consists of sev- 
eral programs that must be 
loaded consecutively bul to be 
hor>est I could only reach the 
second level fa 3D maze} 
before an untimely end a1 the 
hands of itie skel^tor^ If only 
Id started out as a warrior, and 
not a wizard whose charactef 
iS bl^htad by his inability to 
cast speTIs unless ensconcwl 
within the ynderground ca- 
vems 

The game is in real t»me to 
the extent thai rf you leave the 
game ttie word PASS will 
appear every ?0 secc^ids. A 
more oon^ci^troi/s approach 
will see you gaining experi- 
ence with progressive 
increases in lechnoEogy and 
the vanety of goods available 



to you Hence a little patience 
m the early stages, when 
eipefiences are mostly of a 
irioleni nature, is probably 
what'a needed, ft'9 a good idea 
to keep up 10 date wilh your 
status, hit points (a measure of 
your mortality) and food units 
fwith each movement us^ng up 
food) as starvation can be an 
embarrassing end to ftnt 
attempts 

Trte fting of Darkn&$s wil 
lake a long time to sotve 
because it is a relatively long 
and complex adventure and 
there is too little information 
provided at the start with the 
effect that you set off havi^ng no 
idea of what e^ctly it is that 
you must do. The choice of 
keys lor the Spectrum version 
are very poor QW & P - mi3(- 
ing yp and down with lefi and 
righl {much like the synoDpa- 
lion exercise where you orde 
your head with one harvj arMJ 
pat your stomach wrth the 
other) and the painfully slow 
rTX?verT>ent of 'th« figure 
through the adventbre 
tooomes monotonous sftor a 
sihortthme 

The game falls t>etween the 
two stools of arcade and 
adventure wrthooi ttie addic- 
tive ciutfties of either but 
nraih&an Int^dstinq adapation 
of the rofe-ptaylng tnerne. 
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Diamond 
Quest 



Producer: CCS 
Memory required: 4&K 
Retail price: MJS 
Author: M. Sherlock 

CCS have produced a senesot 

?iames aimed at the yourpg 
emat© market I must confess 
to being dubious of tioth the 
concept and I he market thai 
exists for such software Theie 
egiin. remember 
patch dolls? 

You begin with a choice 
behmen three ievets which is 
uniisuai for an adventure 
game - Impossible. Hard or 
Easy. 1 started out with ttm f\m 
option, Imposs-ble. no sexism 
implied 1 hope 
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Your quest is to fi ml (our 
keys and make your way to the 

S:)4den palace where the 
amond treasure is to be 
foMfxl You begin in the O^sol- 
ftte Lands and i1 cornes as 
somethina of a surprise to find 
Ih6 wooden key in th« first 
scw^0, and further, to be 
MtWkod by a hulk in a game 
one assumed to be at least 
f>n^y moderately ^leni. On 
QOrnp »nro battle with the hulk I 
Mas qytckly and unoeremoni- 
^ously killed. Whem it says 
impossible yOu"d be wis© to 
take this liTeraHy. So mu<^ for 
Hhe macho stance - lei's try 
Easy 





You find yourself Ihts time in 
the wood where a^ain wa find 
the wooden key siraighl away 
but i1 IS much easier 1o f ig ht the 
foe at this tevel - in this case a 
pek of marakJding tions is eas- 
ily deattwtth. Go north and you 
are at The Volcano, where you 
arg attackecf by some tnbes - 
fT>en. t>yt what is ttits? - the 
QC*den key. This game seems 
mcxmStitf easy: onfy two 
s cenes arKJ i have two of the 
tour keys alreat^! This is, t 
take, no ramment ort a girl's 
ability to play adventure 
gam«9. Tbe tribesmen are eas- 
ily <Sspcmi&6 of and travelting 
rKxth we efrter The Foothills. 
flfKJ soine kifym and are 
attacked by some bkxxj thirsty 
bale. I eat the food arid my 
enefgy goes up 

DiBmond Oim&t has a rather 



kirid pink cover with Games 
for Girts firmly embossed on 
the front The game seems to 
have little that might appeal to 
a girt and were it even aimed at 
a more gen^taJ m^rk^t it oouM 
b6 described as positively viol- 
ent as hardly a scene goes by 
wfttKHjt an attack emartating 
from one Ctuarter or anoVher , 
The graphics are very simple 
Ctiiefly as a result o1 the author 
Hmiting himsell to the 21 us^r- 
defined graphics The plot is 
unimaginath/e and uses no 
detailed descriptions; there is 
no sens© of mysiery to retain 
interest for amy lengHi of time. 
TT>e level 3 option. Impossible; 
would seem supertloous as ^t is 
no misnomer Every time you 
visrl a location even if one 
you Ve visited previously - yow 
are contronted by a combatart 
whose fighting skills and initial 
erwfgy points would seem to 
bear Nttle relation to their 
expected prowess, Are fleas 
m deadly as lions'^ The game 
makes a poor adventure as 
there IS a conspicuous lack of 
problems to solve and the fioht 
sequences altow r^ room for 



thoughtfuf interaction 

Did the male auttK>r of this 
software really draign It for a 
tertiinrne audience? 

It would seem like^ CCS 
contrived to aim this program 
at ite limited market tor the 
simpte reason that it is not of 
sutfeiently high calibre to be 
fudged on rts o^^ merits. As a 
martlet ing ploy ft is rnore likefy 
to alienate the boys. 
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9 


Overall Value 


4 



Atlas 
Assignment 



Procfucar: Virgin Games 
fy!emory required: 4flK 
Retail prii:^: £5 JS 
Autnor: M.C. Davis 

A top-dass criminal, 
codenarned Atlas, has stolen 
the American nuclear defence 
plans and it s your unenviable 
task to make sure he doesn't 
do somettiing silly with them ~ 
like blow up the wodd The 
training manual is not as 
mtsmidaling as it sourxls since 
rt involves only a few notes on 
the inside of the cassette intay 
it is a text adventure feaiuhng 
three simple arcacte games. 
We are told much of the autfior 
who^ hobbies include book 
collecting and serious comput- 
ing. 

Load ■ " Code - curious, 
most machine-code programs 
th^e days use a Basic loader 
and most of this program is 
Basic On loading you are 
ghen your Atlas Assignment 
mefing and your f^rst location 
linds you outside the Chief s 
Office The teirt is ttie inverse 
o1 ttie fiormal for the Spectrum 




CRASH ADVENTURE TRAIL CHART 



Mo0t computer magazines 
pi^ish ttieir own c^iarts these 
days. With only one or two 
moiptions, adventure games 
tare badly ^n ffwao charts 
M^tnly because km adventur- 
ers are stocked by frie chain 
stores who maka up the charts 
We al CRASH would like to 
pr^'joe the first advenlure 
Chart. This chart mi\ be based 
on witat you thinh about tt>e 
games you have playid, not or^ 
safes ligures This wiW give the 
many excellent games not sold 



by ttie cttain stores a chance of 
charting This shoukJ prove a 
much better indicator of which 
really are the best adventure 
games ^^'mn lioes any other 
chart 

To contribute all you have to 
do IS gtve the advetitures you 
have played a ratirbg out of ten 
arKl send these rotbrigt lo us at 
CRASH We will itien calculate 
the average readen rating for 
eaiDh 9afTie and dMw up the 
adventure ct^iiia accordingty. 

Voting 00 Hie CftAsH 




Adventure Trait Chwl need 
not alted any votes you might 
want to send in to the mmn 
HOT LINE CHART, sadonlgio 
dropping adventurea out of 
your HOT LINE vdlaa because 
you also want to vote for the 
ADVENTURE CHART( 

The naimes ot aH con- 
(nbukxs witi go into the bag tor 
a monthly draw and the first out 
ol the bag will win E40 worth of 
iDftware and a CRASH tarn- 
ahlrt. With h^e runners up win- 
ning a CRASH tee-shirt each 



You may WnriE in to us or rtng 
us on the CRASH HCmJNC 
PH0NE4N NUMBER but 
mmamber t^ ten the 
a nawnri rig mei^rne ihal yoi^ 
vdte is lor THE ADVENTURE 
CHART The number ts OiM 
3015. 



CRASH ADVENTURE TKAL 
CHART, POBOX10. 
LUDLOW, SHROPSHIRE 

svfttDe 
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1 o u s t ^ n d D u T, s 1 <J^ X h e ^ ^ 
f the MIS building. The < 
I 1 s a mos I H- - - - 
•r^cef^l for m san t««nin9 
I lamp posl, re^d&ng « p^pitr 

'^ u can sec 
nothing of »nt«r€St 



ossible routes 



s,u. 



irti^K TO rtflN 



e n t ^ IK 



t his paper, io&> 
a I you for a 
s a y & q^u t c k i V ^ 



« 
to 

e 
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e 
1 



. CIS. GLad to aec t 
-lOip .p Rgeni Sf , ue'we jus t H^d 
word that I h « Ru & s I a n who t s t *« 
t>uy atlas's Aerchandtae iS a 
- ** r I 3 I n Ivan L # n d e I o m' i c h . '* 
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w!h white on a dark badc- 
gfOiind which is less tiring on 
the eyas and BRIGHT is used 
to emphasize a n puts 

Moving south, you reacti the 
equipmeni room and see a 
labelled botHa and an automa- 
tic pHstol with only three bullets 
The message in the bottle is 
truth and the pistol oomes sn 
handy wtien ofigaglng th« type 
gf hoodhim wta likes to 
mniGve and check the colour 
o( your livef. Ttie program, 
which accepts straightlorward 
Vert]k^^4oun entries, accepis 
both TAKE and the more 
eacpediefit GET and only 
requires 1t>e first three fetters of 
llw noun and four of the verb 
At the back door of ttie Mi5 
building yoy exchange 




pteasanlries with the man lean- 
mg agatnSit a lampost and h« 
proves most helpful He 
informs you of a certain Ivan 
LefKlelovich. the RuMian who 
1$ to buy Atiass mefch^ndise. 
Moving on ^ an affluent and 
^^f el ess *unk you meet the 

siigerent shopkeeper You 
d^a^ the gun thai has grvefi 
you such a sense of seajrily 
and shoot only to meet with the 
report hat you (ton t hit any- 
Itttng in panicular Apparettt^, 
jmi can only shoot the peopw 
y&u are supposed to shoot 

H i^ al this point thai my sus- 
[Wons were aroused and later 
confirmed: the game too often 
nrtyms to the unswerving path 
of lirtear devetqpmenl the 
only meaningful interaction is 



ferocious Atsatiafm are coaxed 
into the ponds in ffie manner of 
a strategy rather than an 
arcade game. Briefly, die-hard 
adventurers may rwl welcome 
these arcade games, rrvore 
espeaaJiy trie first two 
AUb^s Assignment is a rattier 
nKxfest text adventure wtth a 
conspicuoy& tir^eai progres- 
sion and Umifttd vocabutary 
with me inevitaWa rwc* - You 
Can't However the diminutive 
wordstock allows a quick 
response t^me and the sound ts 
used to good effect. 
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that which allows you to prog- 
ress. The resuSt is a loss of real- 
ism and the game is reduced to 
nothing more th^n a string of 
puzzles. 

After much inteHigent 
analysis you reach the fir^t of 
!he three arcade games, which 
happer^s to tie the lesser of the 
three It IS a poor version of a i 
bombef ganve where one 
tioml> demolishes the whole 
building arid the plane travels 
much too fast Since the game 
is very ditficul't it is annoying to 
be sent ell ttie way bacA to the 
beginning of the adventure on 
your irrevitable failure Ttie 
second arcade game has you 
Itred upon by an erralK; and 
hiccuppincj helKXipter - decei- 
tively difficult and the third, 
my favourite of Ihe three, is 
played out on the lawns of 
Cherriere Lodge where the 



5 
5 
9 
6 



Waxwoite 

Producer: DIgitdl Fantasia 
Memory required: 4eK 
Retail price: Ei J5 
Authors: B. Howarth and 
C, Ogden 

A large t)ox houses ttiis Mys- 
tenous Adventure: a Slicker 
telLs you have the right version 
~ it reqiiras a ZX Spectrum 
48K ram ar>d one cassette 
recofder 

Inside you find a booklet fil- 
led mostly with general hints 
on solving adventures which, 
leaving aside the eKercise in 
Speed readtnp. will not wan^ant 
much attention from experi- 
af>cad adventurers. Con- 
versely fresh adventurers may 
iearn something of the creed. 
By far the most useful informa- 
tion is on the first page where 
you see the Spectrum Version 
has some spedat features 
{don t say Ihe B8C kx>ses out 
again 1) Pressing EfsfTER 
gives you a pidonal view of 
your current location and pres- 
sing again pul^ back the text 

tne story line tells of a day at 
the seasJde spent stuffing 
yourself with junk food wt^re- 
upon you m^ in Fheed of a k>ng 
snooze in the COOl and quiet of 
the waxwork s= You erxieavour 
to escape the nightmare that 
entsues 

Ihm screen ^ split into two 
af eas^ The i^per half displays 
what you see graphk^lly. or In 
words wilti the name of the 
location and a list of the items 
Ihe^e. The tower has prompts. 
Input and brief comments. 

You re m ttie leisure lourige 
of the waxwortts and moving 
jK^rlh gives you the washroom 
Examtfvtng the toitet doot and 
reading tt^e bonom hatf of the 
screen you are informed of an 
object. K you're used to ptaying 
the adventures I've been play- 



ing (totsll you may be caught 
out since the KtefTttty of the 
otiject is inserted, almost hid- 
den, amongst the list of Ftems 
in the top half of the screen 
This can be a little disorientat- 
ing at first t>ut wtiat is more, 
had you iMen in graphics 
mode - and who could blame 
you as the graphics are superb 
-you would not notice the iden- 
ttty of the object at all Hm 
necessarily a bad thing. 1 point 
it oul on(y because rt str*es me 
as non-standard. 

Set within the washroom 
ftoor is a grid but after untock- 
irig It you can I simp^y go down 
and It IS quite a struggle to find 
the right words The vocabul- 
ary is not far removed from 
Veftl^^tou^ (take off gloves 
mu$l be entered rerr^ove 
gloves) but combines the 
surefootedne^ of this style 
with some rtoteworthy HexiDil- 
ity. Commas are used as in 
QUICKLY GET THE LAMP, 
SWORD. CLOAK AND 
STAFF and the word THEN or 
a full stop is L0ed w in 'GO 



NORTH THEN CUMB THE 
TREE. EXAMINE HOLE 
THEN GO down; Single 
word entries include help« 
score, quit, save, irrventofy. 
run. jump, shout and tt^ 
increesingjy pc^uSar wait 

The ecceninaty of the lan- 
guage often adds to the game 
but one sdulion to only invoked 
with the curious command GO 
AIRLOCK' The examine 
command must be used witii 
care Examin[r>g the jacket 
reveals nothing - until it is 
picked up One inrwvative lea- 
ture is found on searching Ihe 
p*le of junk in the workshop 
which is well wor^ eiamining 
twk^. 

The waxwofks of your 
dmams can bdoome tnc^ to 
map arKJ the s<Aitk>ns to some 
of the probtems, perhaps in 
keeping with this theme, m& a 
litUe unreal. Rising from the 




UNIRT MQU I 
itrnj NOW t M 



i," 



^t\oto*^eI#ctr ic c#aii tr s j^er DiJPiay 
WHftf MOW " 
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treehouse takes yoy irrto the 
main hall buf no matlar hew 
vo<u descend leads you back 
Into the leisure room. Indeed, 
In many places the gmrm 
Mindd you back to this main 
Brea. 

In th© grand halt, up from rhe 
leisure room, north gives you 
the Ever^t a/id weit the 
Under&^a Worid display H you 
answer the display bedecked 
wrih Jacques Coustaau and 
h'm sojba gear oorrectly the 
aqualung deddes to appear in 
the hall of minofs it's worth 
noting that when answering 
tiesa queations you must type 
SAY ANSWER^ and not [ust 
the answer. There are two 
maz^ In the game - one being 
easily enough for my lastes-in 
the hail of mi rrors and tti e other 
in tt>a sewer ft)oth six location 
ma^es) whfoh is pains takingly 
mapp^ out for ^he sake of a 
rar-trap. 



Waxwofte has excelTerTt 
graiJhtas and a good vocabut^ 
ary and has all Ihe makings of a 
good adventure The abser>ce 
of long location descriptions is 
more than compemAed by the 
detailed pkcturea. 



-s a. 



9/i 



DHflculty 


7 


Atmosphere 


7 


Vocabulary 


7 


Logic 


7 


Debugging 


10 


Overall value 


7 






klONS 



.>^\^5i;^ 



^^ 



And now for some of your 
commentSr 

Dungeon Master cOiTies 
highfy recommended by Paul 
Hsmlltoo of Whetstone who 
wrote a long and informed 
tettef on tt>e subject H© 
mMggfimym publish cryptic 
clues frtjm other r^^O^r^ as a 
more interesting alternative to 
gtrai^ht answers. ) think this is 
an esccelleni idea for 
prdonging the a^gony Of 
adventures and Paul wins £12 
of software for his suggestion. 

Knights Quest seems a 
stror>g favourite Anne Potter 
of Southport desrcnijes it as 
e:$«cellen. while Tim Cofe of 
Hockley says its miles better 
than The Hobbft. I must take a 
good look at this one! What's 
mis? A oopy has just dropped 



■%.« 





We can now offer a fimited number of Back Copies to readers 
who may have missed oul on 



99" 



CRASH issues 99- each 

(includes postage) 
Don't wait - th ey *fe in short supp^ T 



Ptease send me CRASH issue Nou. 



\ Name 




I Address 


1 \ 


g V r enclose £ 


Postcode 


P ' 





BACK NUMBERS CRASH f^OBOKK) LUDUOW 3HRORSHUIESY810B 
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ttvoLjgli tha lattef box - it looks 
like I iTbd able to answer ^our 
queries shortly - of mli A ju^t 
todl£»mor«puzzi&s7 

Many explofers are havifig 
problems with ma^^s wheih^Bf 
It b« a forest, desert or twisting 
nirmw passages, tha solution 
^mimmi In a simitar way. 
Rrtiy. enler the mazt wrtfi as 
many objecte as you can cajry 
and drop an ob^^ct at each 
loeatior> By doing ttiis you can 
map out the rnaze ir> terms Ot 
ttie objects at each location, 

I have recieved several 
missives from people cofrectly 
completing Vetnor's Lair 
without achievrng that magical 
200 points The reason for this 
j$ ttiat po4rrts are awarded for 
(i|etiminating evil creature . 
(n) oDttecting treasure: and (iii) 



solving probtems PoinB are 
neoe^anly lost for attacking 
frtemty creatures As (he 
garne ends on killing Velnor 
there may b^ treasures yet 
undiscovered or evil creaturas 
stiti roaming caves and even 
problems unsolved whose 
points remain yncallected. 

Keepo on sending 
oommenis on adventures you 
have played and si»ggestiDns 
for improvements to 
Adventure Trail I shall be 
giving away E 1 2 of software 
each monfn tor the most 
Intereaifig or h€^pfu^ letlefs. 



McKENSlE 

OAVIpMUNRO 

How do yoy gm om of the 

prison ce)17 

Check your Inventory; you 

never know wtiat useful 

objects you might be 

carrying. 



SMUGGURS COVE 

JASPER SHARP 

How do you get through (tie 

Palattan Room? 

Dor^'t bother - try the angry 

pirate Instead. 



VILNOR S UIR 
CARLOS f^OZO 
Where do I find thre oars? 
Try »#»rching pi lea of 
ruobtih. it's amazing what 
Trotia will throw away. 



COLOSSAL ADVENtURE 

T. WILLIAMS 
How do 1 open the dam^ 
I'm sure Neptune would 
have had the key t 



URBAN UPSTART 

TIM MAYWELL 
How do you get out of the 
police cell and the hospital? 
Side your tkne - wall 
patiently in ttiaeet I, In 
hospital try S^S (take and 
wear coat) 

N-E-EN'N-W<W-Nand 
you Te out. (Si rice t haven't 
played this game I must 
thank Robin Blslney ot 
Newark tor these tips.) 



THE HOBSIT 

HOWARD TAYLOR 

How do yoy get the bard to kill 

the dragon? 



Pick up the bard in ttia 
vtilMethedoMfiiiike 

wmiing}. When you come to 
ttiadngon drop him (gemly 
t hope) and say to him shoot 
dragon. 



VALHALLA 

ALMOST EVERYONE 
HwvdoyoufindOfNr? 
Oo to the Plain ot Mldgard 
where the help command 
lalla 'You need Boldir'a help 
to go north." You can either 
summon Boldif or hang 
around and he will appear. 
You wHl then l>e able to go 
north into Rankles HalL To 
find Ofnir you must go NW 
to Another hall, but you 
cannot do this when Rankle 
ts present. After killing 
Rankte you go NW and find 
a tightly locked cheat. As 
your strength Is loo low you 
win nsed to summon 
•ofneofie else to open the 
chest, inside OfnIr can be 
found. 

This solution la supplied 
by Howard Taylor from 
Lfeheaid, Cornwall, to 
whom I am entrefnely 
grateful. 



t 



SIMPLY THE BEST spectrum users'. 



Remove 
5 screws 

Separate 
Spectruin 

Retnove tails 

Screw Spectrum 
to base 

Insert keyboard 
tails 

Screw keyt>oard 

to base 

Secmre 

Housir>g 
Facia 



SCREWDRIVER 

+ 
5 MINUTES 





I ri ill fill I I 

rtj I M I I I M I ' 

j I I f I ^^1 1 




H ftiu ■» hri li Hb ri | K^Mmi wilh wiy 
jlH ptiem tfinlwl* WAT 




The ZX Spectrum Is the 
best Hamecomputer (or 
Software, both educational 
and games. The niain 
flawr, Is of coyf sei the 
key t>oa r d . Th is Classic 
keyboard housliig la 
designed to 
accomodate the 
Spectrum persor^al 
computer, 
Aprof^sional futi size 
'Qwerty' keyboard h^ been 
desi9ned,witfi fyl( travet keys & a full 
size space b^r. Special functions are 
atrattflicatly placed for rapid programming & 
mmm ol use. [Resigned today for users of 



tomorrow, you car^ play the fastest games 
with ttw greatest of ease* it 's &asy to 
assemble loo — you need 1 screwdriver & 
5 minutes — Simple f Available in while. 

SAGA SYSTEMS LTD 

WOODHAM RD, WOKING. SURREY TEL 69527 



TRYOUR NEW SOUND BOOST 



FOR THE 
SPECTRUM 
Sound volume adjustable from a whisper to a 
roar providing sound and vision for added reatism. 
No memory used, pushes the sound out through 
the T.V. Ho aoilloring fequired, just 3 a^^ ^j^i pA p 
easy push ofi connoctions. t7,5v fheE 



PLEASE RUSH ME WtlMOUT OELAV 

I ENCLOSE CH£QU£!FO PAYABLE TO ^GA SYSTEMS LTD 

FOR C PLEASE ADO tUS PAP PER KEYBOABO 

pa P FREE FOR BEEP BOOST 

NAME - - 



ADORESS. 



.POSTCODE. 



^ 
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The CRASH 

HOTLINE 



This montti's biggest climb ks Irom Micfom^a's Code 
Name Mat - an ©normous 30 places upwards to ttie 6 slot, 

Iust pipprng the ever- popular 3D Deathchase. Tha other 
)ig news is the inevitable arrival of UIFmate's Sabre Wulf. 
Whafs arnazing is that it reaches 29 in tha chart with only 
Iwo days e^igiWe voting! Addictive'a Football Manager 
not only proves popular but climbs up again to number 7. 
Other climbers are Android 2. Pogo with new entries in the 
lower area of Blade Aft&y. Psytrorr, Jack and the Beans - 
talk. Tnbble Troubfe and Mugsy Gilaoft's adventure util- 
ity The Ouilt has made another big leap upwards too, from 
31 to 24. The b*g question now is, will Safcre Wait knock 
Willy olt the top? 



THE CRASH HOTLINE PHONE NUMBER (S 
0584 (Ludlow) 3015 



JULY HOTLINE STATISTICS 



With eur new coltation system 
for the Hotline f we're using a 
compLTter!) i(s now rapfdty 
possible to give an indication of 
now many votes by pefosn- 
lage the top games received 
Overall, (he top seven posi- 
tjpfis in this mortth s chaft 
received a total oi 46% of the 
vole, mih Jet Ser WiUy way out 
in front - getting 19% of the 
total voles cast Manic Miner 
received 8- o. AUc Atac 7%. 
Lunaf Jetman 5%. Whe^lh 
4%, Cade Name Mat 3% and 
Footbatl Manager 2^^. 

This month's Hotline received 
ihe higli<e9t number of cal I s a nd 
fomits ever, wilH a staggering 
24,000 pJus votes recorded 
(not induding the Adventure 
Chan). 



Of the phone calls received 
approximately 7^^co(lapsed in 
gigoles and were not entered 
and 3% were obsoene phone 
calls - many of which may be 
comp4led for a Chrtstmas spe^ 
del! (Vm pkifig. Mrs Whrte- 
house.) So to llie 90% who 
make up the votes, thank you. 
and keep it up - the voting that 
11 

This month's Hotline winner to 
Tiinoihy Willlam«. Leeds. W. 
Yorks. The four runnars^up ane 
Rachel White, Bamaby. near 
Seiby. Yorks. Darryn Held, 
BeffaiSt. N treiand. Graham 
Pugh, Efy. Cardiff, S. Glamor- 
gan. GarV Hawes, Longhoi^^ 
tey, Morpeth, and Russell 
Smith. Leven. Fife. 



HOW TO USE THE CRASH HOTLINE 



[hjf v^n W WW IrtPWirtrtfl fill 



' fOMt 









BRILL 'N' FAB 
HOTLINE PRIZES! ! 



Whether you phone or write in, all names go into the ^ 
voluminous bag to be drawn monthly. First out receives 
£40 worth of software plus a CRASH tee shirt, and the 
five runners-up receive three issues of CRASH free plus a ' 
CRASH tee shirt. I* 

Others may try and copy us but the CRASH HOTLINE 
CHART is the one that counts - and you are the people that 
make if count 



YOUR VOTE IS EXTREMELY 

IMPORTANT — USE IT PLEASE! 



W{ 



i^ 



CRASH HOTLINE WRITE IN COUPON My top five favourite programs in descending order [ 

I Please use bJocK capitals and writ© clearly! ^^^'- 

I Name ......„„„.... .„„„.,, TITLE PRODUC£R| 

I Address * \ ^_ i 

I ' — -I 

I Postcode ^ 

I Send your coupon to: CRASH HOTLINE. PO BOX 10, c 

I LUDLOW, SHROPSHIRE SVa IDS I 

aO CRASH July 1984 



I 



CRASH HOTLINE SPECTRUM 



SOFTWARE CHART 



TOP 50 FOR JULY 



VOTE for the 

CHARTS 



(Figures i 




6 (36) 

7 (14) 

8 (6) 

9 (7) 

10 (S) 

11 (W) 

12 (12) 

13 (20) 

14 (13) 

15 (11) 

16 (21) 

17 (2B} 

18 N 

19 i&) 

20 f24; 

21 (W) 

22 f30; 



in |>aj-dnth«sis indicate last montti's position) 
JET SET WILLY Software Projects 
MANIC MINER Software Projects 
ATIC ATAC Uftimate 
LUNCAR JETMAN Ultimate 
WHEE LIE Microsphere 
CODE NAME MATMicromega 
FOOTBALL MANAGER Addictive 
3D DEATHCHASE Micromega 
SCUBA DIVE Durrell 
CHUCKIE EGG A&F Software 
FIGHTER PILOT Digital Integration 
CHEQUERED FLAG Psion 
ANDROID 2 Vortex 
THE H0B8IT Melbourne House 
JETPAC Ultimate 
FRED OuicKsilva 

NIGHT GUNNER Oigitat Integration 
TRASHM AN New Generation 
3D ANT ATTACK Quicksilva 
VALHALLA Legend 
THE PYRAMID Fantasy 
POGO Ocean 




The wlnn^ o* the Adveffture Trail Hofliw is Ann Pottvr, _.^ , 

Souihpoft. and the r^nner^-up af#: Farley ScMlick. Egham Sunm NL 
McCuilser. JtyoK. Glasoow N.H. Owffht<^n Moreton-in Ihe-Miir*^, 
Gkiyc^. and ChArid« RMnwn Bufion, n^ar C^s(dhurct!i, Dori«4. 




1 1 ■ I ^^ I V1 1 m ^VIlKltll 



^ i25 (27) KRAKATOA Abbex 
^ 26 (16) ZZOOM Imagine 
ibA 127 (17) ALCHEMIST Imagine 
"''''128 (22) BUGABOO Quicksilva 
\, J 29 H SABRE WULF Ultimate 
_ ^30 f23J PENETRATOR Melbourne House 
31 H S T ON KERS im ag in e 
32(75] HUNCHBACK Ocean 




34 (23) 

35 (-) 

36 H 

37 f79J 

38 f4ej 

39 (25; 

40 (41) 

41 pe; 

42 r29i 

43 (34) 

44 H 

45 (-) 

46 H 

47 H 

48 (35) 

49 H 

50 (32) 



HALL OF THE THINGS Crystal 

BLADE ALLEY PS S. 

PSYTRON Beyond 

DOOMSDAY CASTLE Fantasy 

URBAN UPSTART Richard Shepherd 

BLUE THUNDER Wiicox 

BEAR BOVVER Artie 

TRANZ-AM Ultimate 

MR, WIMPY Ocean 

PHEENIX Megadodo 

JACK AND THE BEANSTALK Thor 

TRIBBLE TROUBLE 

Software Projects 

TIMEG ATE Quicksilva 

TEST MATCH C.R.L 

PSST Ultimate 

MUGSY r^etbourne House 

SPLAT Incentive 






INTUlin 





H0ddrrK^(6otjrnd l^louse 
VALHALLA LegerKl 
VELNOR S LAIR Quk^Ksiiva 
PIONAGE ISLAND Aftic 
BAN UPSTART Ridiard Shepherd 

WB ALL Level 9 Computii 
ORACLE'S CAVE OOTCdd 
PLANET OF DEATH Artie 
INCA CURSE Artie 
MAD MARTHA 1 Mikrogen 
GOLDEN APPLE Artie 
QUEST Hewson Consuttants 
MOUNTAINS OF KET Incentive 
BLACK CRYSTAL CamaH 
KNIGHT S QUEST Phim Assodatee 
COLOSSAL ADVENTURE 
Level 9 Computing 
INVINCIBLE ISLAND Richard St 
CIRCUS Digita} Farvtasia 
LORDS OF TIME Level 9 Computing 
SHIP OF DOOM Artie 
MAGK: MOUNTAIN Phipps Assodatf 
GREEDY GULCH Phipps Associates 
GOLDEN BATON Digfta' ~ ista 
SMUGGLERS COVE Qui.f^iiva 
ADW^'TtjRE 1 Abefsoft 
OLA A D VENTURE Melbourne Hou: 

I^AN^ \H TOWER 
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RESULTS OF THE MAY CRASH QUIZ 

We a«k^ yoy io idoiitify tile 1 2 inconstsf^noes beiwean two drawinga. 
Ttie ThrM winntrt are Simon Wttist^r tri^m Cambridge. OiM Atb*r- 
tort from B4miii«y, S Yorks, and Antliony Btrbvr from Waitefteo, Hud- 
ctemfiehi They each receive £25 wofth of fto^^war^ o* ttwr choice arx3 a 
CRASH T shin The rhfoe ruiiii«t»-ijp e«h gm a T-nhiit and li^y af^, 
B«ft|amhr) Ctoog from Giutanto Cfoss. Bucks . T.J. Gowan from 
Kihgptoi'Upon-majTies, Suiwy. and Mark Lowen from Catatar-on-S*a. 
Noffdk 



THE 

MONTHLY 
CRASH QUIZ 



CRASH CnOSSWORD 



CiUES ACROSS 
2 AcfvimlucDuinametoranoldFiiltttty 
FifvonTop 

ly Kl miuov oi 1 4 dcMfi 
Arubbiahoanv 
Wbw^CHASHdDaiti 
SclTw*fa hoi4ai NA* 'nin 
Looif tof ssvtKtnymS 
The »coi^ wH m ^ 



LHtlmilwdDPtloJigiytlkJii 
rjfihabtanl 



4 

a 
to 

11 

14 

15 
ie 
IB 

2\ FdrinMialwa* 
3^ ATjifritlilmti* 
?3 Aladv»4acroH 
25 AQiJcMiv«h«fi» 

30 A larNvm PwuM on iTiii rur» 
3^ Div«lo|WlihaZXCnjnf9«t» 
3 J GFUISH Edtof 



CLUES f>QWN 
t appy rmft tfiaiil gft tiam 
^ ApfoawniTi«r«vhoB*d(«dhii«HriNiM^ 
s amlsboui 
e GCT ifi atfu«A«jr«a 

7 Hewson l!y fey nrt0 

8 TtwgamatitfiMnEtoiiaataiv 



This month's ^naedibie quiz m a crossword, Iht bwus of which has bMfv wnt in by a r^ad^, 
ifaft Harbarl from Alv^echurch in Worcestarihliii. We've added a few worda to his to mako tt 
a bik moTQ oofriplax It was |usi as well somaofi* wsrH m a ouiz this mof#i m Ilia CRASH 
puzzi* dipiitmefri ts still in a stale of shock on cteccvarfrig mot neither of VittiKi vtaQram 
(mlilialfUhotesl issue were correal In th« IrM thef e wer# loo low aatofi^^s for letters - m 
iM aado ri d art essenttgil l was missirig But CRASH rea<d«rfs ara go dm^Bf thai Lhese iitde 
htecuprs don't appear to have put anyone otti 

Vou can ei^thef fill m the c/ossword b&low and Mtid Hln to us, or if you prefer not to oA up 
ttltlwu*. fu^ iisl the words with their Acroaa and Down numbers t>eside ihem In tvp onler 
Hw ckiaa appear Entnes must reach the CR.^H of^ice^ no kaier rfian July 2E Tim UnA 
Ihraa oofm^ arrtaies out dlt>e bag on thai date will each win C25 worth of softwam and a 
CRASH T-shifi Tha thra« runnaftHjp will also get a T-shin aach. don t locgei to indybe 
your nam<i ard addraaa wtth (ta aM^f 



i Qotyfyiiytdilwaiiihguia i ^^ 

12 AitvM^jfa froffi an AuiCriivii caakiinoa 

14 f=aalur« a dr^^ikan PlriHii 
17 Siv^fioir* roboa cpjiUBli 
20 Swanil ouaitt n htavilvi 



24 Sc9flar#J0iJiJbyindlh«rriflmt 

26 Cr«#tiviTriinG|^ Allnck' 

27 H»'fla<ltmi^irwL>i«co 

29 Gooi^ndwr^irvtc^fiwl^MrannDiphara 
31 TflfcaeS 



^ 






WMldtointflki. 



.^^ 



1 



r 



io 



Ml 



14 



IS 



120 



|1B 



V\i 




[2fi 



W 



?7 



I3S 



29 



31 



V 



133 
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YOUR PLANET NEEDS YOU! 



Train to save CivilisaUon by 



Subscribing to 




i (^Vicode....... lenctoseL 

CRASH (SMbsKPO BOX 10. LUDLOW SHRO_PSHlRESY81M 
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CRASH REVIEWERS COMPFf' 



As we promised, here are a few reviews from entrants to the CRASH 
REVIEWERS' COMPETITION, which received a Special Mention. 



Inctuded are reviews from A. J. Green, 
Toddington, Beds; S. Guillerme, London W8; 
R. Norfolk, Stoke-on-Trent; and Vic Groves, 

London NVVi. 



Spec ml Mention 



A.J. Green 

HEATHROW A.T.C. 

Hewson Consultants 



Air traffic controllers spend 
mosJ of Ib&ir working liv«s 
studying television screens !f 
this IS the case; you might ask. 
surely this is one function that 
should be easy to stmulal© on 
a ccMTipuier'^ And yoti'd be 
lighl 

In this simulation WpB* 
come up on (he screen and yoy 
direct tfie aifcratt they repres- 
ent lo land Df\ the runaway at 
Heathrow airport, and most 
realistic it is too ' Even the tam i I- 
iar tair ol the signal as repro- 
duced to enable you to see the 
diredion of the aircraft fn fact, 
the only major item missing is 
the staiic-fitied aip exchanges 
t^elween ttie controller and the 
aircraft's crew, but even this is 
displayed at the bonom ol the 
scsreenf 

Don1 panic if tht inslrucliontB 
included on the inlay canj 
appear eoniplicated and are 
diffituit to aJbsorb - Iha prog- 
ram gives you a chance of 
watching the computer 
demonstrate how N's wna. 
before you tackle the job by 
yoursetf Mind you. after 
becomit^ proficient at the 
eKefcises I'm not convinced 
the compLTler makes such a 
good pb of 1 after all > 

BasicaHy, the idea is simple 
- as the aircraft signals appear 
on the screen, cirdirtg or tiold* 
ing' at one of four beacons at 
varying disianom from Heath- 
row and co«fv«n«entty refer- 
enoed akHigside, vou guide 
them by mear^s of impultir*g 
compass beanngs along with 
contrdling their speed and 
height levels, to land on a 
hjnway at Heathrow, 
af^sfoaching in erthe*' an east- 
ward of westward direction All 
ttte nei^ssary data concerning 
each aircraft - ttve heading. 



height and speed you have 
instaioed tf>em to foilow - is 
imMy shown on an easy refer- 
ence display at one side of the 
screen 

So if rt's that simple, where s 
the chaitenge, i hear you ask 

Select from a oomprelien- 
sive menu. For exam.pke. a 
mbced bag of small, itght air- 
craft arid large Jumbo jets, 
oompulsory height separatkyn, 
rogue aircraft, sudden 
emergencies, etc, and the 
going gets realty rou»gh^ Fortu- 
nately, the imputling of the 
instructions to ttve aircraft is 
easy and straight forward thts 
ii essential because the airs- 
pace around Heathrow can 
soon get very very congested 
and alTone's attention needs to 
be devoted to those blips on 
the screen, not the keytxjard. A 
nice helpful totx;h provided is 
that once art aircraft is locked 
on^ to the correct glidepath for 
a succesilul landing this 
inform a tpon is notified to you. 
so enabling you to forget ttiat 
pariicylar pro&fem and free 
you to concefitrate on the 
hord^ of others approaching 
fast. 




Heathrow ATC is a tas* 
dnating simulation, demand- 
tng fierce concenlralK>n. an 
Of der ty mind and is very addic- 
tive. YOU even receive a rating 
after each eKerose^ Ttve prog- 
ram can give you hours of 
enjoyment and if you re fed up 
wth or want a d^ange from 
thc^e wham sphlat high-speed 
arcade garrtes and want a 
quiet, thCNughtlul action game 
then this is the one ior you 

Criticism? Yes. taut a 
reserved (wne The time restric- 
tion on each exercise is only 25 
mmules and. believe me. it 
seen^s nearer 10 mhnutes with 
all that wofk on your hands 
But thtfe again - should Delta 
Four hokf at Bigigin Hill 
beacon for hours whiTe I sort 
out the unholy mess that I ere- 
ated in tfre first place? 




Afiproictiing It^s ruitwfy - FHgtit Simulptlofl 



Speciat Mention 



S. Guillerme 

FLIGHT 
SIMULATION 

Psion 



This game must be one of the 
ohlest simulation games 
designed for the Spectnjm. Its 
tftle Itself gives erKNigh exfsla- 
nation of what it is airaboui" a 
flight simulation game You are 
the pikjt of a small two^ 
engined propel tor -dh ven 

plane', you can take off. larxt 
on one of two runways, or just 
Ay about, locating your position 
on a map ar>d the help of van- 
ous instruments, all tn real 
tim«. 

The simulation in itself is 
quttedetaited At the beginning 
of the program you are faced 
with three options: take-ott. 
starl in flight at a random posi- 
tion, and the final approach' 
for landing Then you will be 
asked if you wani to inctude the 
effect$ of wind But t>eginners 
beware f If you say yes' your 
piane wtll be far n^ore difltailt to 
handle. Then the Btmuldtion 
itseH starts 

The main display Is the 
pilot s ojckprt view with a 
detailed in^tn^nerte ptanei in 
the tower half o* Bw icreen, 
and a view of the worid outside 
through the cockpit windows 



through the cockpil windows 

Your instnjcments are rather 
detaiiad and technicai: speed 
indicator, altimeter, rate of 
cUmb, fuel left, engine throMle, 
etc . The understanding of 
those instnurnentsis vilal if you 
do not want to crash immedi- 
ately So always keep ttte 
ifwtmdions r>ear you. they 
provide evefything you need to 
know about the fundtioning of 
theplane. 

The second screen m a map 
showing all the lakes, rnoun- 
tains and runways, as well as 
the beacof^ used to navigate. 
Those beacons can be 
char>gied. depending on the 
cflrecbon you want to head to. 
Your plane is also shown on 
this map, but maybe on too 
targe a scale to be really pre- 
cise about your position {espe* 
dally when )a nd Ing ) . 

CRITICISM 

One thing seems to be lacking 
in this oame: excitement Apart 
from fTysng, you just are not 
given any tasks to perform, m 
do rwt have anything to Shoot 
at I found thai the most intar- 
esting part was landing your 
plane, as this needs a good 
deal ol practise Otf^erwtse 



I 



Through these you can seethe 
horizon fonned by the light 
^kf and daric ground. If you are 
near a runway you will see its 
lights in three dimensional 
perspective', and also lakes 
As you turn, dimb, dive, so the 
fwnzon and features on the 
ground will move accordingly i 



» 
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onc^ you have maslered the 
cpntrdU of yotjf plane It la 
nther dull Tm lack of scHjnd 
arves a sort of eerie leeling to 
Hytng. as tl ypu mra in a gmBf 
miTMMr than a 1M» origim prop* 
elled plane'. ColcHjrs and 
graf)hic details do not help 
either. Apafi from lakas and 
rufiway llg^is you do noi see 
anything, i would have liked a 
bird nappifig tts way throught 
he screen, or some town with Irt 
skyscrapef on rh^ groonid- 

The seven pagers of insiruc- 
lions are dela^led but aciually 
hard to cti9est The Instnifnent 
Landing System does not 
seem io vvooc properly (il is bet- 
tef to ignore It altogether) aiid 
you sometimes get some 
oddfljes wtian (Doping tbe loop. 

However this is in fact a 
^ood simulaiiori game 11 lakes 
bme to mcLster Ihe keys. 
Detajled insmjments and 
rialislic (t guess), they just 
should have made rt more 
axdting, less contemplative. 
Arcade freaJca bewwe! 



Sp^cmt MBntion 



R. Norfolk 

ZZOOM 

Imagine 



In the mi(M at some 'tntema- 
tional incident you are drop 
ped into tt>e cockprt of a power- 
ful arxJ well-armed fighter 
Kne. with insinjciions to save 
Jsves of refugees who are 
being bombed mercilessly by 
waves of enemy ptaries ti yoD 
are successful in sunyrmng two 
waves of attatAers. you are 
moved to a desert location 
where more refugees are 
being decimated 6y tanks, 
then to an area over water with 
submarines surfacing without 
warning. 

The inlay card gives very full 
instructions fof keyboard play 
(the joystick option$ being 
given on screen ) and lists sik 
fundions wHh a good variety of 
keys for each one. enabting the 
player 10 choose the layout 
which suits him best A useful 
feature is the use of any top 
row key to freeze the action. 
enablii>g you to stop for a 
breather, il the frantic pace 
will allow you to giot at the top 
row! In practise, once the mis- 




siles are amied tor il- -.t 
flight over the desert H 
becomes alrriosl unr>ecessary 
to use the maehrne guns and 
the operation of five keys is 
then quite easy. Use of the 
machine gur^ wtien trying to 
hit the tariks has a tendency to 
thin out the numbers of the 
very refugees whiom you are 
iheretosave. 

The first screen is of a flat 
landscape, the straight line of 
the hodzon being bf oken onty 
by the straggling lines of the 
refugees who are attempting to 
OOSs ftie road ak>nQ which you 
are flying. Lifting the nose ol 
youf plane reveal s a clear blue 
sky with drifting patches of 




fiee^ ^He cfouds devoid of 
«U menace, except for ttie 
cross wires of your gunsi^t, 
where the twin streams of 
machine gun fire will converge. 
At the top right of the screen a 
message indicates condition 
green IM this quicWy char>ges 



Formerly 

DORIC 

COMPUTER 

SERVICES 



DORCAS SOFTWARE presents 

THE ORACLE'S 
CAVE 



Trie Oracle's Cave is an exciting adventure game containing a unique 
blend of HIGH RESOLyTION ANIMATED GRAPHICS and text which has 
been designed esF^cially for the 

48K SPECTRUM 

Its mar^y features include: 

4 Continuously displayed high resolution graphics 

* Time limit of five days' on every adventure 

* Completely new cave layout, monster position and event se<|uence 
generated lOf every game 

* All monsters, articles and locatior>3 depicted to a level of detail that 
pushes SPECTRUIW graphics to the limrt 

Tha cioisil ytl Io « 1ru« Hiim«lfld griphktd •ilv^nlufa t^C^llcfiT viluef&r fViorwy PaputM 

'Superb riiph f fls^ution v^ith tmooili fcroihi^ wMh ihe fi^gftiis drawing m mis fKogrini tKoyid 

f ve y CHI plon Iv Iq \h\nk m^uV Ai^S A ffwmniur^ Owe §$ 

Ihe griphici if* flmocth iTartiifig Ami e^ ciMng they show Iho way lor The d«v^apnMinl of Iht 

gr Aph-(ci Adv^rnf # m l hs ne-pcl yea r ' Sktcimir Ummr Aamtut M 

'Etcn Quett itHi#ci«d by yc^a «it tne b^gmn^nQ oi ih« g^mc and you w^i hjve t>v« ovnemyt it^ 

wri4Ch to £Ofnpiif<t if Tf)« bmw ra^lm it eii c«pikonaJ m adw*niur* § airiH BkttWt 4A«f 0#« iS 



Awmtable tram W H SMfTH. se^e^retf 
bf&nchQS of BOOTS and J MENKES antf 
other tBBdtng refBii^fB 

Trade inquiries welcoma 
Telephone 0S33 314345 




At&o &¥BilBbi0 cfirecf at £7.95 (PostagB antf 
PBCking /ma/ from 

DORCAS SOFTWARE . 3 THE OASIS, 
GLENFIELD, LEICESTER LE3 8QS 
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REVIEWERS' COMPETITION 



(o condition yeWow and a 
glaiVDO at the smaJ^ screen at 
bottom right shows why. This 
screen shows the area 
boijnded by your main view 
and a large area OLrtside this, 
on which the radar blips Of 
approaching aira^ft can be 
seen. Conditlcii rad\ and the 
airerwSl comes irrlo view. &Dm@ 
dose end wtihin rarigo of your 
guns, some farther away and 
out of range urrtil tliey break 
formation to wheel at you. 
Bombs hyrtle down^ amongst 
the refugee, who sometinnes 
stand and wave their fists at 
the airorati in impotent tury^, 
and E?co1ron missiles whrrt 
towards you a1 tefritying 
ap»ftd. Too many missile 
strikes against your shiekls 
results m them gradually dism 
legraiing. arrd you only have 
three spares A missile hitting 
your ptane whafi it Is 
unshielded results ir^ tnstant 
grounding at speedn although 
the onFy visible damage is a 
large crack aorosi the 
windscreen. 




and yOLT find yourself dealing 
with submarir>es. which sur- 
faoe, attack ttie boatloads of 
refugees and hurt Exotrons at 
you oetore submerging again. 
Once more it i s necessary to fly 
very low, and this is where the 
di™ comes trrvefyhand^ fr 
indicates heighl and direction 
of (light and flashes when you 
are nying at minimum height 
The use of a jo^tick would 
probablY increase th^ risk of a 
pile-up, where^ with the 
keyboard ii is possible to get 
down lo the rr^inlimum height 
and then leave tt>e down key 
aloi^. 

The Qfaphics are superti. 
extremely well animated and 
with a use of colour whidi is 
bright without toeing distract- 
ing Sound, within the limita- 
tions of the Spectrum, is well 
used: in fact the only complaint 
is that response keys really 
need to be a (rttte faster, esoe- 
cia9ty lelt and nght when after 
those tanks 

A reasonatHy easy game on 
which to make moderate prog- 




ShDotlrm Hie rvltigeti ii mbrt Itin &n lionm - ^u\ nol so nlctl 



After ead> wave ot attackers i 
and a relum to corKJition ; 
green , the auio pilot comes I 
into operation and you can 
rela^ for a moment or two 
whtel the score and bonus ts 
oak:ylated Then back into bat- 
tle, which after two waves 
moves to a deseh scene with 
tanifis crawling menacingly 
over the horizon As the palm 
um& flick by beneath, you go 
into action against the tanks. 
Aided by the adcttion of mis- 
ail^ to your armoury. Now 
however the temptation is to 
'nose down lo gel the tanks 
which you missed on the hori* 
zon, With the aimost inevitable 
result ol an attempt to build 
sand castles with your plane . 
whi€t> promptly mefKls its 
wlfid»creen end takes o4l 
unaided 

Persevere with the tanks 



ress but a difficun mine to 
compleFle (assuming tral it has 
a finite length) Addictive and 
very good vekie lor fnofiey, but 
be ptapared to tete a fewilying 
lessons to achieve success. 



Speciat Mention 



Vic Groves 

THE QUILL 

Gtisoft 



In order lo be able to write a 
good lexl adventure for the 
Spectrum . you need three vitaJ 
factors: (a) an origmai idea, (b) 
a good deal of lime : and (c) 9m 
abilHy to p<rogf am your compu- 
ter in order to write your adven- 
ture. 



Tlie first of these factors - 
inspiration - can come to you 
at any time; sleep, on the bus, 
at the launderette, or Indeed, 
all three a( once, asleep on tf>e 
bus goJr>g to the launderette! 

The (b) faaor - bme - can, 
believe it or rK>t. usuaify be 
fdund. eepedeliy when you 
have corr^e up with what 
seems to be a good factor (a). 
The real problem arises wrfn 
factor (c) 

Let s be honest about this: 
When you first bought your 
Spectmm you were full of good 
intentions. It wasn't just going 
lo be a gan^es machines, was 
it? You were going to (earn all 
about Basfc and then all the^ 
wfti lo know about Machine 
Code tt wouWn t be too long 
before you were programming 
along with the best of em. It 
didn t quite work out thai way 
for most of us though, did it? 
The Sinclair book got a bit 
heavy going. Space Raiders 
was only a fiver and you 
couidfi t ever find quite enough 
time to really gel to gnps with 
stnnigs' without tyir^ yourself 
up in knots 

tf you have ever had your 
dreams of whtfng adventures 
cast away on such a tide of 
Pethargy. prepare lo have your 
creative buds re-awakened by 
The QusIS, from Gilsoft. 

What ttiey have done is to 
virtually take off your hands the 
programming fmt of adven- 
ture writirvg. and design a 
frameworlc. into which, follow - 
Ing prompts on the screen ami 
instructior^ in the manual, you 
put your own id^as and create 
your own rnistoqjtece. 

Now comes %m ttnw to put 
my cards on the table. I am not 
a ccwnputing genius and know 
precious Itttle about program- 
ming jn Basic arKj even le^ 
about Machine Code Given 
IhlB backpound. the book and 
software wtikh go to make up 
ThB Ouyitf has to be fairiy 
straight forward for me to t>e 
atDje to follow it It must have 
been so. because M\ow il I did. 
even if ft was not as easy as 
falling off a log or. in adventur- 
ing terms bs easy as besng 
decapitated by a Trdi Ur^er- 
standing took a bit ol effort, a 
couple of sitting and a good 
few cups of coffee in a per- 
verse kind of way rt is here that 
you can be pleased the prog- 



ram oc^te £14 95 At that kind 
ol pnoe ycMJ feel obliged to 
'cany on. whiereas a £5.95 
pnce tag may make Ithe temp- 
tation to give up and return to 
another onslaught of Galan;^ 
lans too great. 

Tbe nmm^ t^m . you 
through a mini -adven lure, 
explain] r^ as you go how to set 
up various aspeds of t^ie 
adventure When you under- 
stand the various concepts you 
are in a position to design your 
Own advi^ntureS Ont he same 
liffes, The Qwli betr>g mwe 
than flexible enough to make 
each diHerent adverrture an 
Of iq mat piece of work 

Amongst the options c^n to 
yoii are the describirig of each 
location, a dictionary of each 
word the game understands, a 
method of counting so that 
events can occur after a given 
number of turns, a movement 
table so that the designer can 
control where each command 
Wil) send your ptayer, and a 
rmndom chance eiement, 
tiandy in batttes and similar 
si1uatk>rs. The basic cof>qepts 
are well explained, despite a 
smafl mirace on page 22 of 
the nmrnial. but the Tad that 
even 1 oouk] rectify the error at 
least proved ihat the concept 
was well eicplained^ My or% 
other niggle was that i could 
not find out how lo control Ihe 
Flash' rammand However, 
having said that. I must give full 
marks lo Giteoft lor explaining 
it to me upon request 

Sound can be incorporated 
into the adventure by the usuaJ 
Beep oomrr^nds, as can 
graphk^, but I have to be fton- 
est and say tttat at this stage I 
am 1101 sufnciently familkr with 
the program as to indue rr^ 
own User Defir>ed Graphics. 
However, they c^n be used, so 
watch out Picasso t 

On my first attempt at adverv- 
ture writing with The OuiH I was 
aMe to design a 75-iocatiofi 
game No mean feat for soptw- 
one who even had troubte with 
for-next kxjps usin^ Basic! 

ShouW you design a game 
you woukl like friend to ^ dri- 
ven mad with, it can tie Saved 
and Run witfKXJt The OuitI, thus 
enabling you to pass it around, 
and should you believe your 
game fs marketable, all Gilsoft 
ask for is a rrvent^on. so you can 
drive the whole country insarm 
and still collect all the f oyalties. 

There is littte doubt that tfie 
£14.95 price tag ts otl'puttir>g 
at first glance, but there is 
equally no doubt that with a lil^ 
tie effort and patience f h e OuHI 
wilt be the best investment you 
made since buying the Sindair 
Hand-Wanfier itself. 
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UtJlKtias g^aJoref Fforn moreen 
Cfoators lo moving griphk^, a 
multitude of aids are available 
to hsVp lti« tMjdding program- 
mer afong. Anirog'^ SP£C- 
GRAF is an aid of ihe User 
Defined Graphics man- 
ipytators. UDGuys for short. 
The program aliows you to 
hotd up to 200 UDGs in mem- 
ory at any on© timre. Up to nine 
UDGs can be ediled on screen 
simyliarwoysty. Lets take a 
\odk at this talent UDG test 
ixeeder. 

The cassette, which is oon- 
tairad in a neatly packamd 
ptastic case, coitains SP^C- 
GRAF, the UDG creator ofi 
or>e side arxJ Roller, a demon- 
$tratK)n program, follovwed bf 
TbotkH, an aaaortment of sub- 
routines for handing the UDGs 
on the ottwr. 



SPECGRAF 



T^ main m#nu displays sevan 
options. (1) VtEW WHOLE 
SET displays the current UDG 
set containing 20 characters 
from A to T, iVie current UDG 
sal can b& selected with (4) 
CHAWGE SET from any of the 
10 sets (7) PRINT BYTE 
VALUES will list the byles of 
tt>e sei in hexadecimal or 
decimal form in two pages with 
the possibility of a hard copy 
(2) SAVE SET TO TAPE and 
(31 LOAD SET FflOM TAPE 
mvotve Ihe storage and 
reineval of the UDG sMs, A 
nam*© can be given to the tape 
file, whkch can eiti^r contain a 
Single set or the complete 
repertory of UDGs, These sets 
can be loaded Ibr future aditir^ 



or for senous use into any of 
the sete ftom to 9 (6) EXIT 
provides an exkt tacijity from 
the utility. Run returns you to 
the facilrtv (5) DEFINE 
CHARACTERS leads to the 
cental activiiy of the proaram, 
namely the editing of the 
UDGs 

The FOHMATMENU makes 
available nine diffeFent for- 
mula. This enables up to mne 
UDGs to be edited m ttw for- 
mat in which they wit) appear in 
ttT® pfogram for which they are 
beirvg designed (from 1 {03x3 
dwracters) The progtam 
requires an input ol the first 
character to be defined. The 
group ol characters required 
for the chosen fdfmat must be 
consecutive s^rid within the 
&ame set, f^lext you are asked 
for the set required, tf existing 
characters are to be edr1«f. the 
set in whch they are held must 
be entered 

Ttie screen will display tt>e 
grid m the Jomiat selected 
erkte of forms wFtt^ mof e il^w 
one character indicate the 
individual characleF areas with 
white and yellow backgrounds, 
The existing characiers will be 
oQpiod lo tt^grfd VKJ a minia- 
tyre MTMti In Ihe top right A 
flashing cursor may be con* 
trdted via the cursor keys or 
the Kempston joystick The 
current start character is irKfi- 
caied m the bottom nght of ihe 
screen. 

The options available are 
displayed on ttie right-hand 
skle of the screen, 

FILL key F fills the square, 

je pbtsapoint 
E R A SE key E erases the 

square, i e^ pk:i^ts inverse 



BL AN K key B dears tf>e gnd 
I N V ERT key I inverts the 

character 
CHANGE key C changes 

the start posilbn of the 

QfQUp 

STORE stores the displayed 
result in mernory. Main 
menu may i>0 called 
wrthout bsing the graphics 
attef th*s 

EXIT key X returns to mam 
nf>eny 

ROTATE rolales square 
group confgu rations by 90 
degr€^s 

HORIZONTAL 
MIRROR mirrors 
lett harvd side of grid on to 
the hght (lett/right 
symiiTifltfy) 

VERTICAL 

M IRROR mirrors from lop 
lo bottom 

NEWSET keyNsef&clsa 
new UOG set and changes 
the current start irrdicator 

PRINT gives a tiard copy ol 
the dtsplay 

HOVE SPECGRAF (shrfted 
cufsors^)^ moves^cimraclers^ 
around in the grid pixel by 
pixef with permanent tosa 
of ptKels at the edge of the 
jjrtd 

Q^ reloads the ghd with 
the current start characteffi 



ROLLER 



Once creeled and saved to 
lapSp Ihe UDGs require tmndl- 
ing from within a Basic prog- 
ram, floiier demonstrates it^ 
use of two sets of graphics and 
by breaking into the program 
illustrates a!( the ^rtU 
required to use SPECGRAF 
UOGs in your own program. 
The routines used are oam- 
tatned in Toolkit which follows 
Roller on tt>e tape The 200 
UDGs may be used erth^ by 
paging between 10 sets of 20 
UDGs or, allematrvely, by dis- 
playing 96 different characters 
by pokirig tt*e system variable , 
CHARS with 236 less than the 
starting address of your graphs 
ics, this will redaljne tfie 
oharactefs from spaic^ to the 
OOpyTiaht symbol with the 
SPt CGftA f Charters. 



CONCLUSION 



The SPECGRAF is a useful 
artd deper>di^3le ioo4 for creat- 
ing User Defined Graphics. 
CoTffiidering ttie amount o* 
tacttrties it provideSp it^ prtee ol 
£9 95 may prove to be a Irtlle 
high in view of the StHf corrvpeti- 
tbn such as Procom'a 
OYNAMIC GRAPHICS with tta 
eKceltent moving spfito fadlih' 
or Print "n^ Plotters PAfNi- 
BOX wTth its inlegrated screwi 
creates . SPECGRAF oerlainly 
performs wall and should 
ensure that youdonl run out erf 
UDGs ar^ more 
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THE EASIEST 
WAY 



BUYING 
SPECTRUM 
SOFTWARE 
YOU WILL 
FIND! 

^ All you havt to dQ is fill in the form b«low jind ttnd 

it off. Wt itill off«r m FREEPOSr ordtring irr^ict. 
but plcaie remember that it can cake thrt* 
um^% (nnpiT to reach Ul thait ordf- •-- ^- 

j>i»vt It f^ni would prefer a ip#€d-^ n^ 

we f cciimmend you yie a ft amp « C 
-d witha fir*t dai^ 
r •^*«"* ^....vp.tfd within 24 hours l,^ «,* .. ^■•i,^ |,^. 

CRASH MAGAZINE MAY BE 

ORDERED BY MAIL USING THE 

FORM BELOW. 




CRASH MICRO GAMES ACTION ORDER FORM 

TtJtphon* tudicw (DS84} 1430. 



Tide 


Produc«r 


' Ajm^ynt 




























































N! pTKM irt 11 i}^4Ktt) wfid er ft^Mpw ^44 iv ml kt cti^uri Or Su ^ Totl 1 : £ 


G ir^ 1 ^ctfcDn mikt *io c^ir|< ter po ^ijf e C RA SH M J CRO" Frem Lc Si Dl %<- OWflt £ 
*«d picl^iwtt Cutomfft in Eyreip* EurOfi* -rt can iCC«pc ^ j , , 

th<3ui4 idj 50p p*f 'c«m r&r pQ^i uid ktrihng cK«qu«i w Total Enclosed i 

p-iiki|i| OyLb4« Euf dp«. pJfii* writ! tini Gir4xh*4|u«L 









!tom» 

Sub«cfrb#f No 
If A^plicat^i« 



Address , 



Pottcode 



SPECIAL DISCOUNTS 



£1 
SOP 



OFF ^ NY Onpf Fl WD^rH 
MORE THAN £70 



OfF ANV OROEFIWOflTH 
MOfll THAN CtO 



9orry '^onFy ONE voucher p*r ordar ! 



CRASH MJCRO, FREE POST (no s(om^re<}uJre</). LUDLOW, SHROPSHIRE SY8 IBR 



ADVtRTtSEMENI 





SOFTWARE 

We're sorry you Ve had to wait so long for our first new 
release of 1984 but your patience will be well rewarded. 

From Bob Hamilton, author of The Pyramid' and 
'Doomsday Castle' we present BEAKY AND THE 
EGGSNATCHERS and introduce Beaky our new 
star of the video-game screen. 

Ziggy Is having a well earned resti) 

3eaky belongs to 
the family of ^ ^ 

Andromedan Armed 
Condors, the rare 
goggled variety 




^/Vv^ - 



The numbers of his species 
are dwindling fast because of their 
rather -foolish choice of breeding 
ground, on the planet of Crackit 
This unfortunately happens to ^ 
be the home of a particularly 
evil band of creatures known ^ 
colleaivelyasthe 
Eggsnatchers. Tjggksole 
malicious intentrnlfe 
is to extinctify Beaky's 
species by stealing . 
or destroying the 
eggs by any foul \ 

means availabie. 



J/ 



BcflJKVl 



for 
Spectrum 48K 

and 
Commodore 64 



pRdtkeBod 



>^ur objective Is to try and brood, hatch out and rear as many little Beakys as 
possible through 12 different screens of fomriidable but delightful arcade action. 

FANTASY SOFTWARE li avallittile from W.H.SMtTHS, JOHN MENZIES. BOOT5, WOOLWORTHS, 

LASKVS, GREENS, RUMBELLOWS, SPECTRUM GROUP and »U other good software retailers. 

B«aky and the Eggsnatchers hi available for 4aK Sp^irtruin iind Commodore 64 at £6.50 Ofi cassette 

or cm tffsit for the Commodore 6# «t C9.S0 from 

FATsn^ASY SOFTWARE, FAUCON8ERG LODGE, 27AST GEORGES ROAD. CHELTENHAM, GLOS GL50 3DT 
— despatched by return first class post together wrth free memisersnip of the Fantasy Miao Club 

Trade Enquiries welcome - telephone 0242-583661 
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Inv^ion Force 



KOSMtC K AfSJGA, a my It i screen, amazing, arcade standard Qriginal action game. 

Featuring superbly animated graphics and packed full of arcade features. 

Help KANGA find his space ship so he can return home to his planet. 

Leap about buildings, trees, clouds etc., pick up bonuses and throw boxing 

gloves at the enenrries. 

Keyboard or most joystick, 48K SPECTRUM for most other 

Computers soon, 

ONLY £5.95 EACH 

Available from most good software retailers. 
If your local software retailer is out of stock, send 
cheque/P.O. to Micromania, 14 Lower Hill Rd., 
Epsom, Surrey, KT19 8LT., and we will send your 
order by first class post free. 
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DEALERS: PHONE MICRODEALER UK 0727 34351 OR MICROMANIA (03727)20152 




In our sixth compart»on, reviewers CHRIS 

PASSEY and MATTHEW UFFINDELL snatch 

a glass of water and a handful of power pills 

and prepare to do battle with a legion of 

ghosts . . . 
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Pacfnania c&rm over from the Slates quite a whHe bsidk. Inftfalfy 
!h© game was regar cted as odd in tiat it was rMaiive*y rvori-viole<*t 
for a computer game, tm K rapkty establtshed itsetf as the 
fKimber ofw arrade favourite. Althougii ttie craze is over now, 
are still a tot of padans around As a dassic maJ?e game, 
Pacman was among the firsl arcade originals to be copJad m 
numeroijs forrns ofi to the Spectrum Ct^jyrighl ownwrs. Atorl 
imemationai. Nave been promotif^g thetr experwve offidal' ver- 
sion sifx^ before Christmas, but rt competes against some very 
strong unofficial' versions s<M7te are good. sor?>e not so good, 
and there are some inleresting wianti. 

In brief k the classic version should have a medium oompIeK maze 
conrrected horizontalty by a wrap around tunnel. In the four cor- 
ners are a similar nurnber of power pills^ Each pathway of the 
maze is regularly dotted in the centre is a home' for ghosts of 
differing colours amt pcrini values, which are released into the 
maze at intervals. The object is to take your Pacman. an ocange 
ball with a gobWing moijtfi, around the maze and eat all the dots to 
WdfTidts to a more dWflcult soeen wtth more tntelttgeTTt ghcsts 
Eating a power pill will cause all tie ghosts to tum b4ue and edible^ 
In thto oofiditton they shoukj rur> away frofn your approach at a 
etowwr ipMd than yourself Strawbemes appear at intervals md 
can be eaten for bonus points. 



Ghost Hunt 

This gets off to a rather poor 
start becai^e n uses the ojrBor 
keys for control - an obvkius 
disadvantage with this type of 
game Genera! ty the graphics 
are small (or^ charader sizeK 
olisy, tjut nollfie true pacman 
aliel Ttie idurKl does bear a 
resemblarice to a ctiomping 
ndse. Such things induded 
are frurt, tunnels and power 
plls Overall, this is not a very 
impressive or addictive ver- 
sion , but noi the worst you can 

This game got off to a tenible 
start - there are no instructions 
Once loaded one 
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of the three skill levels has to 
be chosen, from easy to ultra- 
fasi. Don"! worry if you make 
the wrong choic© ~ you merely 
have to reload the prograrn 
The graphics are snnatl very 
blocky and primitive There is 
no gobbling aciion, but there 
are sorne odd looking truil tor 
bonus points. Sound and col- 
our are generally poorly use<J, 
and the game isn t worth con- 
sidering, 



Gnasher 



R&R Software 

We gel ott to a good start here 
wtth a nice loading screen 
{pUMentation is always a vir- 
lite) When the game started t 
was amazed f II includes a big. 
full -Sized Pacman and set of 
ghosts - the only problem with 
this is that they ate not as 
smooth and fast as they could 
be The ma^e itself is a httle 





simple but the gefieral pacfea- 
lures more than make up Jor 
frMs For instance, ycm eat the^ 
ghosts {after a power pill] just 
like the real thing and iheir 
eyes even return home The 
frurt IS here too. plus some new 
ones like pears, all m eKcellent 
detail. All m all. this is a very 
close copy of the original, 
which I enjoyed It is a shame 
that the movement is not just 
that bit better - but they have 
got it all into i6K too and 
included good key and loystick 
option. 
CP 

This -i/ersion is much more true 
to the original with a large 
gobWing ball and ghostly loott- 
ing ghosts The maze is 
uncomplicated due to ttte big 
l^aying characters. The 
graphic characters move by 
tlie bkkck, but this by no means 
spoils the play ability of the 
game Ealing power piKs 
changes alt the ghosts to a 
deep|>tue arxj they sian flash- 
ing when the power starts to 
wear oH - good. Detailed fruit 
appear at random intervals to 
give bonus points when eaten 
Tt>e sound arKi cokiur have 
been well used The keys can 
be redefined and are very 
responsive This game pres- 
ents a difficult choice between 
itself and Ghv^ts Revenge. 
MU 



Gulpman 

Micromega 



This was origirvally the Camp- 
belt Cu^pman. which is now 
marketed by Mtcromeqa It is a 
vanaiion on the Pacman 
theme, which invdves you in 
shooting the nasties. There a re 
a large selection of mazes, 
speeos and skiH levels ~ The 
graphics are small but smooth, 
but I think colour coutd be bet- 
ter used On the subject of con- 
trol , the keyboard is poor cur- 
sor, but It does offer Kempsion 
joystick. Generally this is a nice 
vanation. playatrie but for me 
not over-addietive 
CP 

This must be one of the oldest 
pieces of software available on 
the market. Gulpman gives 
you a choice of 15 ma^es 
which k>ok very blocky. four 
chasers also of primitive 
Character design, and incred- 
ibly, 81 skill tevels rar>ging from 
unchallenging ghosis to super 
non- human ghosts No power 
pills, but la^rs defend you. 



Frurt and warp tunnels are 
non-existent An ageir^ game, 
but with pfenty of cnoice. 
MU 



Gobble 
a Ghost 

COS. Microsystems 

GobbiG a Ghost is packaged 
very well. Looking at the cover. 
I thought. This could be the 
one. Boy: was ( wror>g! The 
game is no way a dose Pac- 
man, tt has poor graphics, no 
Iruii and stupid ghosts. These 
poor spectres seem to like get- 
ting into a cham^ making them 
easy prey after eating a power 
pill Playability is rxst very high 
at all - an average to poor ver- 
sion 
CP 

C . D . S . come up with a conven- 
tional style game but ha^e 
failed m reproducir>g arcade- 
J ike n>ovir>g characters. The 



maze is we^l drawn though. 
The characters are small but 
quite colourful The ghosts 
give no indication that they are 
about to become invulnerable 
again after eating a power pill 
The game P^ays quite well but 
the ghosts don t seem reaity 
eager lo get you Sound cou^ 
have been better used but the 
keyboard play is qurte good 
with fafrty pos'troned keys that 
are responsive, 
MU 



Muncher! 

Sifversoft 



Here the graphics are on the 
small SK^ bul at least they are 
pretty smooth The maie 
seems very big (too h^] nuk- 
ing the pace a bit slow, and I 
don t think this is a very good 
version really Although fruit 
bonus points are included both 
Pac arid the ghosts have t>een 
ctianged tsacrdege') The key 
layoirt isnt one of my favour- 
it^ either. I didn't really enpy 
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GHOSTS' REVENGE 
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m>sofie - mind you, »t s getting 

on a bil now ! 

CP 

Wilh this particular ver&on it 
oan take up to five miriLrtes to 
eat Uip all ihe dots m the ma^e. 
not tMscduse the gam« is slow 
t>ut because the mazes are so 
large and coniplex The 
ctiaracters move smoothly and 
are quite colourful but smatl. 
Pomif pills have the usual 
eflect ol turning ghosts edible. 
A warp tunnefjs included As 
the game progresses ihe 
speed increased dramatically 
unbi the game is total ^ 
ufftoyable. Not the best, but 
very fast, 
MU 



Ghost's 
Revenge 

Micromania 

Good controls, jpystick options 
and large, almost fult-sizecf 
pacgrephtcs which ar^ smooiti 
100 - YES. f m telling Ihe Uul+i 
This has itie best cha racier 
movement around tho maZB. It 
also includes some new fea- 
tures Nke invisible maz^. 
Tunnel and power pills are 
included bulp alas, no fruit Mic- 
romania don't soem to have 
attempted a direct copy ver- 
sion but have produced a fresh 
variant Atthough \ say that, 1 
wouid like it to have the onginai 
features 100. but once cannot 
have everything. 
CP 

The first impression Ihts ver- 
sion gave me was thai it must 
be the best ghost gotsfaling 
game ori the market - at the 
momenl The d^araclers rnove 
smoothly and are well drawn, 




with the ghosts looking sfBfy 
much like the arcade equival- 
ent The star of the show kxiks 
very convincing as it gobbles 
Its way continuously afound 
Sle good-aized and welt- 
plafined maze Several non- 
characf eristics of the or>ginal 
iTcade game crop up during 
play - no fruit fo< one, worst of 
aH Ihe ghM^ts give no mdrcation 
when changtr^g: from edible 10 
non-edit^e states after a power 
pill has been eaten Semg able 
to ctKX>se your own skill level 
also t>ecome unreahstic One 



taature this version has that no 
other does is the m visible 
maze lusi 1o make fife a iittle 
more difficult Both colour and 
sound have beefi put to good 
use, tunes adding a mce miro 
to each new-life scfeen The 
keyboard ts (USI r*ghl A very 
gcKKJ version, but it would be 
difficult choosirig between this 
and the R & R version 
MU 



Maze Chase 

Hewson Consultants 

Poor graphics, une)cciiing and 
unackJictive seem the words to 
sum up thus one. The graphics 
ara small, undelailed and lack- 
ing ifi oolouf . Control is with the 
cursors to make things even 
worse II didn t appearat all - 
the less SiKJ the better, {Son^ 
Hewsons!) 
CP 

LIfce a lot of fliese games, this 
version is quite dd, and rt 
show^ It IS very primitive with 
lis design ar^ graphics Tt>e 
ma^e is except ionatly com- 
plex, with the odd temon 
posftioned randomly in rt 
Power pills, loo. appear ran- 
domly place<j- Ghosts move 
about the maze not can ng at all 
whether you eat the dots or 
not. The game does trave 1 2 
diHefenl mazes, but Ihe temble 
cursor keyl^oard layout is^uite 
unresponsive - if not positively 
erratic. Can't be recom- 
rfieiKted apart from histofical 
iniefest - M&ie Chase to 30 
LunanaQji - tbef#s eocour- 
aoemenlforyouf 
MU 



appeal Some details like the 
finishing of the maze are a lit- 
tle bit primitive by today's stan- 
dards, but ihis stitl ouldbes 
many newer games. If anyor*© 
has not got Hungry Horace - 
gel rif 
CP 

HoracB cannot be called a trad- 
rtiO€ial Pacman game Ihece 
are no ghosts for a start oH |ust 
park guards which multiply 
aftar a set time Tlie three 
ma^es are very simple indeed, 
though quite well drawn. 
Power pills don't exist ^Erhor, 
instead there is an energency 
alarm bei) Ringing the b^l will 
cause 1t>e guards to freak, 
allowing you to throw them out 
of the par^ The characters are 
well drawn and move 
smoothly Colour arKi sound 
are welt used Totally ditferenl 
from the arcade version. 
MU 



3D Haunted 
Hedges 

Micfomega 

This is a fairly or^^nal game 
The maze has been turned inlo 
a 30 maze using colour II is 
quite realistic too The man 
runs behind hedges SO that 
only the top half of htm can be 
seen Bonus features aparl. 
this ts basically a Pacman type 
game and it's a reasonatMy 
good one too The game oflefs 
user-definabfe keys: its play- 
able bul I still prefer the fruity 
ongwiaJ Nof?eiha!ess Ihm 9^ a 

r version 



The only 3D maze game out of 
the burich. essentially every- 
ihirK) else is the same ghosts 
chase in a hazardous son of 
way, power p4ls aid your task 
The ditfererxies are the 30 
effect and yci? are a re^ run* 
ning. but small rr^an thatwalhs 
over the dots Sound and col- 
our are average I didn I really 
like the 3D etteci maze, but the 
game itself plays averagely 
Novel 
MU 



Gobbleman 

Artie 



Like most of Ihe really earfy 
versions. Artie's has small and 
rather uninteresting characters 
of a small Size Power pilts bul 
no bonus fruit in ihjs fast garne. 
Generally pretty uninspinng. 
CP 

Ariic first produced GottWe 
man lor the ZX8 1 - it played a 
very vic^^us ganw a¥efv then 
This version ^s even fatiter Ttie 
maze is nbely drawn ami is 
quite oorrvpIeK The characters 
are small and quite insignific- 
ant compared with Ihe size of 
Ihe n>aze Ealing power plls 
raus^ the ghosts to pufsaie- 
not a very good effect No ffuil 
appear at any iime. having 
mciuded them woufd have 
helped the game along a b^ 
Cok>yf and sound is not at all 
welt used, altfx>ugh the keys 
are welE positior^ and 
responsive. 
MU 




Hungry 
Horace 



Psion 

No need tor mtros here as 
every sert-re^3ecting Spec- 
trum owner has heard Ol 
Horace (if not why not"?). This 
is an e?tcellen1 variation which 
has stood the test of time well I 
remember buyir>g this one over 
a yeaf ago and it still has 
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x^aK fePECTRUM 




Che UUimaU ChoUcngc, 

I 

DARE YOU FACE IT? 

Tine masi a.dvdnctd J-ilimensionil lEmlling gnphtci 
prograin evfr devised. brouo^Ho your Imgedtpi in 100*4 
rnactime code aicade ad ion 
Figfii through tnjisttes. Eighier^ intf luel i^ymps. evade 
'^ fid ar rh stal li I to r^s and it ad ly lori^ heldf . th« n chill enje 
llie eriimy s u Hi male detenu e 

Ihe onii^ game ol ils kind br ihe Spe^rvm. repjring sklfl. 
ntrvesi and Jighrnmg £o Qrdnah^n, 

Incrtilibliiiddiclkire. 

Ke m psIon | oy^ls cl cqmpitiblt , 




NwmniblBrrani: WJH. Smim 
CtMmon 
UihMina 
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Breakout 

PrCMJucer: Poppy Soft 
Memoty required: 48iC 
Retail prJCQ: £5.95 
Language: machine code 
Author: Steve Crow 

Ali&ns have been blamed foe a 
Id! of things since Spaoe 
Invaders replacad Tank Pong 
ifKl Tennis as a vidao gam©, 
but they havefil usually been 
Warned tor causing stnkes. In 
ifiis new game from Poppy 
Softp alief) mor^ters have acti- 
vated the seff-destfuct 
rrv&cbanism of the X-IAL fotx^t 
factory. So all the other robots 
have gone on strike and only 
Zifky ^ left. Can you tielp tiim 
evade the rricinsters and break 
out of tfie lactory'' 

The game has three differ- 
ant screens and gets harder 
with each syccessfully com- 

Kleted go in the first. Zirky is in 
is egg capsule at the centre of 
Ihe screen. The factory's self- 
deslnjci mechanism is already 
finrra deadly laser beams at 
himlrom seven dtoctlons. The 
rays progress ahmty. giving 
Nm lime to swivel ro^nd to 
each in tum and fire bach with 
hto defence laser. This stops 
ttte deadly rays (or a moment 
only. &bIqw him. a column of 
energy is rising up under ihe 
egg - when it reaches him. 
Zitky is saved, and transported 
Oiil as a fully fledged Zirconium 
Mk III robot 

Sadty» his transportation 
lea^te him on to the rejection 
Nne. where five overhead las- 
ers keep firlr^ Ztrlcy must pass 
them all safely. Each laser is 
made up of three vah-coloured 
beams . white bei ng the fastest . 
H he spends too lor>g in the 
noiecbon chamber a ktller 
canary com^s up to get him. In 
later screens this chamber 
may have conveyor belts. 

me third screen is a plat- 
form type with seven levels. On 
the top six there afe two or 
three connecting doors to the 
r\eK\ level down A lift on either 
s^de of the platform complex 
takes Zift^ up. He can exit at 
only two (different) levels on 
erther side botore reaching the 
top Three monstefs (on the 
first screen) inhalMt this ama 



ar>d chaae Zirky Uke mad. T1>e 
idea is to change the colours of 
all the doorways by passing 
through them, this nra to be 
done three times. At the m\^ 
of some corridors there are 
force fteWs. rather like power 
pitts in a Pacman game, once 
eaten tf^y disappear but allow 
you to kill off the monsters for a 
few moments. 

It atl souryjs quite sample, but 
on later levets, things are 
detertorating in the factory - 
conveyor belts start up, not all 
In the same direction at the 
same time either - monsters 
are on the inwease - in fad it 
begins to k>Dk like a normal day 
al any British factory. 



CRmasM 

• BrtIM Factory Breakout Is 
one of the best Spectrum 
games I have seen over the 
past few monttis It contains 
coiourful, smooth graphics, its 
pot some pretty onglnal ideas 
induded and I really enjoyed tt. 
This game will definitely be a 
winner in the Spectrum martcet 
and I would strongly recom- 
mend It for a game of the 
month - in lact MEGASRILLI' 

• The graphics are of a high 
BtandBfd -ins way quite sim- 
pie shapes, but imagmatively 
designed and uttr&'Smooth 
There ere nice touches like the 
mirror image of Ifte grouf^d 
over which Zirky travms. The 
skit! tevet of the geme hm 
t>Gen realty we// pitched, with 
the easiest ( Alpha) ievel stif! 
b^ing very hard for the ftrst tew 
pfays The game demands a 
high degree of skiff and timing, 
and becau$e of the three very 
dittarent screer^s, each type of 
skill is varied. Very playabfe 
and ¥efy addictive/ 

• Basknalty this game 
includes three difleren! types 
of game, each of which 
requires a different talent to get 
through them, each ol them 
being excellent as well Graph- 
ics are targe and very smooth, 
not flickering one Nttle brt. 
Aliens are weli anirnated and 
are progressively rnore Intel- 
ligent - I think they leam by 
Owif mistakes! The keyboard 
is niceJy Eaid out with few con* 
frols (tt's cursorSp but only 5 
and 6 are ised for direcban) 
and they are respor^ive. 
Sound is well used wtiere 
appropriate and there are nict 
tunes Factory Breakout is 
playable and very addictive 
with a good progression bet- 
ween skiti levels so it builds up 




with your sk^iJ A y;:cja; gamG 
which I don't thinK witi ever 
age/ 



COMMENTS 

Control keyi: 5/B left/right. 

toHre 

Joystick: Pfotelt, AQF and 

Kempston 

Keyboard play : simple keys 

and resporisive 

Um of colour: very good 

Graphics ; excellent 

Sourtd: very good 

Skill levels: progressive 

through 5 levels 



Lives: 3 

Screens: 3 

Originally: highly originaf 

kleas 

Genefil raHng: addictive* 

playable and highly 

recommended. 



U ae of com puter 85% 

Graphics 89% 

Pliyability 92% 

Getting started 65% 

Addictive quaJltlea 91 % 

Originality 94% 

Va I ua for m oney 92% 

Overall 90% 
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E*N"l*G*MACQn you break the code? 








CONTROL 



ACCEPT? 



REJICT? 



ACCEPT? 



REJEO? 



ENIGMA IS o new type of computer gome. In most 
garner you hove o set of rules. In these gomes it is 
thel other way round. The game will be over when you 
discover the rule by which it \h being ployed. The 
compuier will occept or reject cords - your objecDveis to 
discover the rules There ore five rules in oil - but don't be 
discouroqed - the gomes con be solved - if you hove 
enough imoginotion ond perse veronce. 



Avoiloble on cossette with f ult instructions for the DDC 
D\ Electron ond Spectrum mochineSi. ot £4.95 including 
VAl post ond pocking. When youVe solved oil the five 
gomes return the cossette with £4 to us Qr>d we II serKJ 
you or>other. 

Deoler Deols Ltd 20Oronge5treet 

London m:5H7ED 

Access cord boSders nng 01-269 2168 24 hours. 



Hb Dealer DeotsLtd 20 Orange Srreei London WC2H 7ED 



~i 



I Pleosestoie machine 

I I enctose o cheque/RO. for t4.95 poyoble to Deoler Deols Lid of debit my 



.Pleose rushmeon Enigrrra cossette. 



I 

I _^ Kostcooe I 



Access cord No 
Nome._^ 



Jignotufe^ 
Address— 



.Postcode. 




Xl)e^uiti)cott^l^utllier 



GRAPHIC ADVENTURE SYSTEM 
SPECTRUM 48K 

The Dur^gMiO Bu^ld^ is a h<ghiy soph laiic^ led pfCNgra-m ttrisbling 
machini} code graphic ^dventyres tg be writ1«n qyickly anddaail^. 
ev«n bv Ihose who have no programming aiipanance at all Whan 
cheating v^ur adventure you can chapse from 1600 possible 
lOCeliOi^ whi^h ore viiiually difpJtfvUd on ^r» cK:isganaF latiice Tha 
pfografp flives you ihe lac^lrty to illustrate your chosen Koeauons i1 
you Wish A separale game- maker program is $^royj^ded wftieh 
enables siond-^kjoe games lo be made Ihai will run on Sped ru mi 
wilhoul 'The Dungeon Builder" beirvg present 
Tlwre afa l^o varsions 

1 Cassette {now sva^lab^e^ For writing medium-aiiad 
adventures 

2 Microdr^vti (coming soon) This wiM anab^ you to wriie 
really la^ge adventures 

The Dungeon Bulkier is available from largar branches of 
Boots. Lighimng Records and Tapes, and good computer shops 
You may also ordar d^recf irom ys bi sending a cheque, P . or 
your Access number Access orders may be placed by phone 

Price £9 95 mc V.AT (C&^seffei 



Pleesa ^erxl 'The Dungeon Builder (C^s^viWi 



Address- 



Coil 

■ PIP SO 
Toiel 1046 



TOREAA^ 



Access Number 



rmn 



D 



DREAM SOFTWARE LTD. P.O Bom 64. Basingstoke. Hams RG21 2LB. Telephone (02561 2S107 
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The 

Computer 
Cook Book 



Producer: Byg*Byte 
Miwnofy required; 48 K 
Retail price: C9.50 
Aultior: Ian Hoard 

Ir^ some recipe books Ft t^lfs 
you how tong to allow for prep- 
aration time of Khe dish. Wilti 
The Compwfer Book, the first 
tit its krnd. yoii had tetter allow 
a law ©Ktra minyles per pound 
as the data tak^ a while to 
load. 

The package oomes as two 
OMMn&s. a ile«iu Planner 
iBpe and a Recipe tape Tt^e 
reope tape u^s boih sides ot 
the cassette On side one ihere 
are ?0 Sta/ters and 20 Main 
Courses, and on side two there 
va 20 Deserts. 20 red(>es for 
vegetabtes and 5 recipes for 
edcte and ends like mayon- 
neiae and Rsh tumet 

Cornpuler cook books may 
wed lie vary useful, especially 
so if you have one of those 
yftra-modern kitchens with a 
pJumbed in Spedrum and 
moniiof. Ijut one thtng this 
proown lacks is the mouth' 
wttering colour photographs 
of dishes designed to get your 
ojtinary skiHs going Perhaps 
J>e advantage to the non- 
oofnputing mum (there seem 
to be less and less of these 
wiund nowadays) is that 
t)iMausa this is computer 
cookery . she can get the 
alien-zapping son to do the 
oooking Irom now on. 

Any reape book must stand 
or fait by the recipes contained 
in it The author. Ian Hoare, is 
a noted chet to British 
Roirtiers, and the program 
notes daim that the recipes 
are welt tried and tested - 
tndeed even favourites oF Mr 
Hoare's customers, so they 
can be used wrth confidence 
The starters section includes 
standards like Avocado with 
CrftbK French Onjon Soup and 
Scampr. II also has a few exo- 
tics like Gulyas Soup of Whit- 
ing a Verdurette Similarly, the 
Main courses are well selected 
from Beet Bourguigrkon 
throygh Elizabethan Pork to 
awjcroute Garnie The 
desserts rar^ge from Jam 

Pockets through Vachehn to 
a^ppaliigieseitnfle). 




Using tills section is quite 
sirrrpte and ^e program is 
reasonably user-frienaly, with 
one startling exception. A 
numt^red rrienu {no pun) 
allows selection of the particu- 
lar section., eg Starters of 
Main Courses; information in a 
box exptains how to get a hard 
copy if you have a printer, and 
then a yeHow tK>x tfUtes, ^O to 
quit , any q\ her key to contirHje/ 
Pressing any other key. how- 
ever, will result in vaned on- 
screen abuse explaining tfiat 
you are an idiol ' Below the yel- 
low information bos( is another 
set of text which merely says, 
To remind yoursett ot the tide 
PLEASE PRESS 1.2 or a ■ 

This IS a roundabout way 0( 
confusing the r>ovk;e compu- 
ter rook. You cm)mi just press 
any other key. but only the 
appfopriale numbered key. 

Anyway, selecting a section 
results in a neat dissoive to the 
SO recipes Any may be cho- 
sen by pressing the appropri- 
ate letter key You are then 
asked to input the number of 
guests t>eing fed. and here is 
on© of the Computw Cook 
BooAs great strengttis - the 
radpes can be shown with tt>e 
required ingredients for bet- 
ween one and 200 diners. (Did 
Kou know that Chocolate 
4ousse Basquais requires 
1Slb plain chocolate ana 120 
e^gs to feed 200?). Th^ irvgre- 
dients ^w listed and a hard 
copy may be made for shop- 
ping list purposed A key press 
then reveafs She method of 

K reparation and cooking wrth 
eiptui hints also availatJe at a 
key press This too may tie 
sent lo hard oc^ Before 
returning to the rnam list, the 
ingredients may be seen 
again. 



fn most respects thb woifcs 
very well I was onty disap- 
pointed to be informed that the 
cooking method lor Coq au Vin 
was the san^ as tor Beef 
Bourguigr>on. which meant 
wading through the menu 
again, tt should have been 
possible to repeal the inslruc- 
tk}n, surety, for the selected 
dish. 



ChoosJng then leads you to ttie 
recipe list, where you can tell 
Ihe computer whjch dish tt>e 
wir>e is to acxompany Tt^ 
result is a firs I otier arxl a 
cheaper attematrve. Some of 
the wines are extremeiy 
expensive. 

A useful section is the Store 
Cupboard, which aJbws the 
ogrnptiter to sort through the 
recipes and Tind out if there's 
one which witl use up whatever 
you rriay have lying around^ H 
has some odd(ties, however. 
S^ice tfie sort is only done from 
a iKsk: list of irlg^ed^ents used 
in 1h& program, t was Burpnsed 
to see thai red cabbage crop- 
ped up nowhere in any redpe - 
so why was red cabbage listed 
in (he first place? Trying in 
desperalKjn lo find soiriething 
to do witti the wretched stuff. I 
^eaaed for a search through 
Dawarte. As l^ expects there 
was r>o recipe, but the oompu- 
tei must have beoome con- 
fused as it printed out. "d 
COPY e?Cabbage - sorfy. 
there are no recipes using d 
COPY EECabbage in this sec- 
tion.' 

It was obvkHJsly a flmi 
remir>der that I should write my 
own dessert recipe t>ased 
around red cabt>a§e. 



Insr«di«nti for S00 ciibF^vridil 



S09 PoriL CNppt 

as l^bs Hushroonis 
X99 Fl Qz Chop^Ptt 

sa Ft o£ Oil 

a*3 FL Oz Lenon 

lee Fl oz DOUbl.€ 

Thyme: 

l^m Fl GZ ChOFFft 

Sa It & Pepper 



Chopped r t h * 
d Sh# L io t ft 

^u I c e 

C r e a rn 

d Pa rs ley 



HflitD COIP-Vr PRCSS ^Y' OP 'H' 



mm PLANNER 

The second tape ts the cook- 
booi^'S index with five Sections^ 
Section one sorts things out - 
dishes from a particular coun- 
try, dishes by ease ot cooking, 
dishes by price, dishes by time 
of preparation You can also 
see a list of the reopro. all the 
ingredients used in the recipes 
and pick an ingredient, say 
Ce^erv Seed, and fir)d out what 
radpes it is used in. One sec- 
tjofi wifl suggest winies to 
accompany meats This is 
done by first asJ^ing whether 
the wine is to go witFi starters. 
rrmin courses or desserts 



» 



CONCLUSION 

For what you get (60 main 
redpesi this package is 
iBOSonalsty priced. I wonder 
how many cooks will actually 
have a Spedrum in tt>e 
kitchen, but il isn t neomury i 
with the tiard copy ladlityp and 
in this respect the program is 
friendly to use. f I is possible to 
buy cheaper books with more 
redpes in. txrt I hope the Com- 
puter Cook Book does well, 
not bectuae r1 is invaluable; 
but because it points E he way to 
t>etter things in the lutyre. 

Roger Kean 
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StriM lAtl mofitti't issue, lett^mand several phone cafiA haw 
IIOCKted in wifti playing tipiand counler arguments. For instance, 
Hie readur who wrot^ Sn ^^ying he h&ij found a trailer Irom ihe 
Utoon Rover on a particular [ev^l of Lt/nar Jftfman . caused a few 
raised eyebfows A caller said he had reached level 2S in a 
de&pe rah? searcfi for the frailer, but th«re wna no &ight of rt. 0n 
conifacling Uli^rnate he was told thai Ihey had wanted to put a 
trailer in bur mere hadn'1 been room letl irt the program - so it looltt 
|lk« somcrone has a cjood i magi nation. Anyway, Dr> to yogr ttps » « « 



WHEELIE ATIC ATAC 

F^B%, Rlchurd Leadbetter 
iWtCltttt tfl Afic AtAC , trie green 
hey Is aiwiys on ihe level yoj start 
on Thirs is fK^t in>e ^ I ha'i/e f ound 
n DO the ftoor above Seoondiv. 
tanara Qie First eight codes for 
Wrteei^ : 2 WITTY . 3 SH AHK . 4 

eeaop. 5 xenon, e zk83B, 7 

2MQL3.aHflME2 

Ewan Llthgow 
(14)» Dumfries. 

SNOWMAN 

When yoy are aH^ an obfecl and 
it's in an awkwird position (eg on 
the ikr fight), all you hav^ to oo is 
go 10 the v^ bottom ol the 
semen ar^ walk aiong lo the far 
fifft laddef , wait utM the gas 
Ifwnei »m on the Mt or m the 
rnichlt. 9^ up ttie leddw and gel 
ttie ob^. then go badt to the 
twltpni line The moosiofs win 
i1«w#f go along the bottom 
bicayse they cant Keep doing 
Ma yfiM M leyel hes been done 
Afler stage lour there is a ditfererrt 
screen fayoul 

Richard 

Johnson (15), 
Worksop. Notts. 

O 



jnMAN HOLES Q 

J.U. Bart ery'e fnethods lot 
gettirig across the holes in Limar 
Mman may be safer but ii is 

significantly slower and maices the 
game more dangen-OMS lalet On 
thai levei when you have to 
d^jlroy Ihe missite wUh laeef nre. 

because ytMj have takan up too 
muc^ timpe. M'^ better to (^actise 
laying bndging ur¥ts. wh^h also 
have the advwtlage of being ihere 
later, instead of havjrn to reoroea 
hotos One oi ita twaTgamea i 
have oof IS Jef Af HMy « but rauW 
8omeDo<^ leii me how to Mt tie 
Menta in the Cor^sen^atory Rool? 
John Cun^n. 
Skelmerfidale. Lanca. 



There s obvTOiis^ a senmjs 
problem in getlang Conservatory 
Roof obteda in an honest way 
However Peter Young, Chrislian 
McGuin-ess ^nd Paul 
Henderson, all ol Siough. rang to 
leH me ih is inter *?s1inQ POKE. 
Type in POKE 347S&. n (n - 45 at 
bM4i. I ha^e lo aay now thai I 
havent had ttme io try this one oot 
yet, but It's supposed^ to build 
bridges in ^fmcm ao you can jump 
Wttv aooii. Qoodhess knows if it 
wmaf 




JSW, Software PrOi^tSha¥9 
mWHmo&d 1^ j^inneiS Of fhmr 
comfMHtort tor th^ Hrst to 
com0€fmmydgeitobBd Thsy 
am CRASH raad&r^ ftoee 
Hoi man &nd Camarofi Else of 
London. Ffoss en(f Cameron jPra^^ 
afso workBd oui how to gm 
around thu prQt>lam of me Altc - 
SO Succ0$^^hjfiy tn tacr that 
Software Pro/ecis ha^fB alfowed 
pothcatmn of ihe POHES 
r^quif^d to o^^e^come the bug, 

Entw MERGE "" artd ^r^ss pfay 



ANOaOID 2 

I have found out how to gel all the 
ttme you n^ied and as many men 
as you wani AH you have to do is. 
in the first dean nig kill yoursefl four 
Umea Ihen go lo a place where a 
morAter 0oes over a mine Then 
try to wsK on to the mine at the 
same Hme as Ihe monsiof If you 
Ume this rigtn you wtil be kHIed two 
Umes more, maktng a tocsl ol s^ 




on casserfe. Once i^e J^fpa^ 

^as fmished ioadirig. stop th& 

ca$seft€ and enfer. 

CLEAR 32707 

LOAD "CODE 

SiAft m0 c0S$0ft0 again and a/Ter 

the rmiin pan of Ujo program ftas 

loaded enter 

POKEM23nB 

POKE42fS3.tt 

POKE 5990 1.eZ 

POKE S6a7M 

tfyouwoMkk0iQaa¥9Owrmw 

v&rsmn ofj^f Sef H^. prepare a 

tfartk tape and anter: 

SAVE JETSrr LINE ID 

SAVE JSW CODE 

3276a,3276e 

if noi to play the new v&rston 

enter, GOTO 40 

This rouhno wtfi stop the chain of 

evon^ whtch occurs the second 

you ant^r the Amc screert ar>d 

wfiicft cayises rsnianf deam m the 

IdLff tanKfW kKations* 

LM 



UNKNOWN VOYAGE 

Af e thef e any leaders who hsM 
an afc^(^ gwne called Voyage 
into The Unknown ^ n s by a ftew 
fimscaied Maitertronic If so 
courd they give me intormatiQfi on 
how to pick up obfecti wtth Ihe 



hila on yourseH fvhiw. due to a bug 
III the program, you have as mWf 
•wa aA you went anci all Ihe tirne 
IniietHodd. 
Kevin Alien, 
We«ton-«u par^Mara. 

ANTAHACK 

K Mudo out inio the deserts you 
Itwihl Rtk} an Ammo Dump . . J 
wif Bay no more. 
J. ^rkar^ 
Brlghouae, W. Yof l«a. 

BEHER SOUND 

It aeemfi common practice for 
software hc^ise^ to state mai the 
sound ffiay be improved by 
O0n n» eling the Spectrum s mte 
sockel to ycMjr tape fecorder s and 
pressing Play wrth no cassette in 
It Bui stereo he a dt >ho nw can be 
used to amplify the Spedtmm's 
sound. This is a considef ably 
better technique as the sound is 
touder and no one else has lo 
listen to rt 

Anon.WilerOrtoni 
Birmingham, 



MGNSTERLESS JSW 

Hmu woufd itke fo run arourtd 
JSWs mansfon without monsters 



I 
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(sounds J bit bormg to mef, S, 

Wstufio/ Gteef^t^es Estate, 

CftTFiJbndgo. ^&ys ^ksp the first 

part of tN} progritrr th^rj ent&r: 

1BCLEAR256M:L0A0 

"'CODE 

20 FOR A 43780 TO 4$tS3; 

POKE A.e: NEXT A 

30 FOR A -46eWT0491S1: 

POKE A,D:NEXTA 

40 POKE aSftiS.O: (Th« Inflnilt 

lives Poke) 

SOeOHDER t 

b€»flNDU5n 33792 

RUN 

AgBify. i haven't hmd Urm to vheck 
thts Oiji fsom^ofW fWOff with my 

Ul 

CHEQUERED FUG 

Vou c^an ovefcome the problefn gf 
bw pBff QrmafK:e attof hrtMng gl^is 
tyy keeping your finger down on 
tm &xiBimMx, but char^dug 
; g&arartghldowniofir^t iT^trach 
I tftll s^oms to wobUe, but ti« car's 
performancie m unimpairod- This 
Enavas a tJsrT>a- wasllng trip to the 

HJiTsy Pope, Weat LSnlon. 

JUMtLY 

For anybocfy witti a oDpy of 
Jiffnbtv. try these titles: 
NURSERY. FLIGHT. FLAWS, 
WINDOW. VERSE and VER- 
TIGO- WiU somootie ptense do 
« vtrpion qrf Ge/ega for the 
Spedfum! Danny Balcomb 
IfKlPauJ Hirst. Acomb. Yoffc. 



JET SET JUMPS 

Having wBd^ mrough ifi^r&ity 
hundreds QtMfWB wm ih& 
mfinit^ (tw^s f^m hrJSWfO.i 
GEFfje acmss ihts orre, srtd f 
fimmtse - ft's thB t0$i POK£ for 
ttm rnonfhMf comes trom 
Stfrphffn Punstiono^ Pera/fee, 
Co Durham, and js POKE 
3«a^,44. WtM ndms iqutck 
bumi^itk^f^tlmfisaiiGwyouto 
g0t mucked up « kftt-hsnd waff it 
you jump fr^m undemBBth* if you 
w&Hk mdiump mto f^e waH, you 
fump tWiC& 05 t}tgh sb usua/ 
fu$&tui fQF&7€fN%nim$r^ Room) 

FIGHTER RLOT QUERY 

in Fighter Pjk>t, when you 
examine rhe map, there are Uny 
\m& dels clotied around ft Upon 
do^f examiriaiKXT tnom the 
oockfKl at 27 feel. I noticed thai 
they were tn laci wKai iooi<;ed hke 
miniature runways Please, could 
afiyooe tati ma wtiat they arg? 
UuretKda ftalf. Four Marka. 
near Alien, Ha nte. 



PUSH OFF 

I have reed ^b<^ ihe ^fficulty of 
loading Pu$h Ofi by Scrftvifare 
Proi&cta ^jJtty many hours o* 
expertmanling with ttie connnand 
CLEAR J have (oyrid mai l»ie 
pro^wn can be m$a In t6K- 
Bef ofe loadtng Ihe IJrte CLEAR 
24001 must be inpul Then toad 
as usual and the garrw won'1 




POGQ SPEAKS ^-> 

r wonder if you know about the 
idded bomn In Pogo by Ocean If 
pj aro I u<Ay enough 10 own a 
Currah Miooapeedn unit you wtll 
find that Pogo speaks, even 
though noinng is wrfnen abOLn ii 
on the caasetia The ^>ake hisses 
at you as iwdl as saying, slrthter" 
endsQunm' 

K Darren Mukr. EnfMd. MMdx. 



crash 

& Dofiegan, Laeds, W, Yerka. 

Keep ttie playln^g ttp>« coming 
In. It yeu st^ trilling to me lor 
the CRASH FORUM, it wQuld be 
t>est if you kept any tJps 
aepar^le in your Petle^r rather 
than 4ncE>rpDra1ing them wUh 
the main letters, as il makes 
sorting much easier LOtB of 
writers have been asking, for a 
HALL Of FAME. . . read Ofl . « . 



rg^^^ 



'y^ Lloyd Mangram's 




\\ 



Lunar Jttpnan 1 37,aa0 (LM) 
M*njrcftlinerl07J22 
J«1|iK 410.440 
Aiic Amc 4 mine 6i »C9 
Whoel^9 307 
P«fi«lral4r TPO.060 
Ani AtlAcli40,3£0 
Criui^ki€ Egg ?56 J lO 1122} 

Lunar J^lman 3?9.r95 Hh&nK* I& 

J«tpK 13 765^20 

R, Brown (13), ieytofip LondOft. 

Hobbit 2 day* 

Jetp#^:lBlO0Cl 

Ru^by. Wanvlcka. 
BijgalKio 30 sees 
Lunar Jeeiwi 147^ 
nKoftaro Avei^ Brwln- 
Lunar J«lm«n 142.350 |LIG| 

Cocia Nama Itat aH Pylyom ckiad on L3 
AhicCKIIIngCI}}. 
LcHighborouiOh, Lain. 




I don"! know which It tti« 
creeplaf » l^^n-g atone in a 
cem^iery at night or reading all 
iho&e grovellinQ lottery with 
oulrageoua clalmi^ for 
hi-scofea. I know other mags 
publish Halls of Fame, bul none 
of these scores a^e verifiable 
and you^e p/obably all lying 
anyway! Still, its be^ng jnsitied 
upon, so b6 it on your own 
heads, it you wanl lo creep and 
let everyone know Just how 
rantBStrc you are, here's your 
chance 10 enlef Llojd 
Mangrem'a Mall of SMme. 
Only iolally ouirageoiis 
scores wiW be accepted ^ BUT 
TWEV MUST SE HOIMEST or it's 
no gtt>od, 1q kick off wiftli ih^i 
month I ha ve c u1 led a few of the 
slimier claims from some Of 

four letlerg, bul from now on 
m expeclinig official figures for 
Itw mildewed place of honour. 

THE HALL OF SLIME 



Ant Attack 47,6M 
Pyramid i26 i^Grethgeif 
Danny Balcombi Aeornb. torti. 

CtwGide in 133.700 

LHmai inpa^ nsfWi 

Pur>ehY 1 753.900 

Darren He Kinft»y( 121, 

Bisriningham 

Lurwr Jefrnan 221 .StO [122\ 

Aimn Simpaofi. Motion. Qlaa^ow 

Chycltl# EOT avm £00.000 (120) 

Paul MufTViwy, KUlji'a Lvmi^ 

Horioik 

Ct^Lickii«£gg56fi.120 

D«vi4 Vickprv (1 2% Ptymoum. 

ChucklaEgg279 360 
Jatpac4.37e,»aO 
n^ar Rtacui SS.300 
Rkt^rdEden, 
K«nllwOreT, Warvrtcks. 

Tha Pyramkil UT.OOOodEf 
MarkalliiriSJ.YarmClavaiandL * 
kica Curia 3 ctjys \^M0) 
llfi SifUfnona. Sheffield. 



SA. 






O* csuTM, ff ftyj reati^y want to o*1*r 
•ornvihlr»g by the #my o^ f^foof. you 
CDuid ca-nd in a pholo n^ ^hm ^raen 
showing your icora - bul ttwn, wa 
alt know how a*slly photoa can ba 
Mad... 

Good luck widi dw hhi4:oraeT 
LH 



r\ -Il 



M 



KJ - 
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Faced with the problem of copying an existing draw- 
ing, patlem or map on to the Spectrum TV screen, 
there would be Hftle hope of a fast and simple ioti. 
Drawing grids, listing coordinates, rescaling and 
inputting either via suitable software or via Ught pen 
could simply take hours. Unless of course an F^D DIGI- 
TAL TRACER were at hand. 



MAKING AN 
IMPRESSION 



CONSTRUCTION 



The irac^ coosiSFtG of a double 
Mfited wrm with a hair crvB^ »i^1 
at lis antf. The knee joints conlaifi 
polonttqmQtor^ which dpoied ^n 
Mmbinallcin with ihe supplied 
BoftwfBfe the exact kscatlon oif the 
hair oos^ m refefgnoe to the Irac- 
bftss The tracer iriiteiiaG^ unit 
no4 inspire confKJence, in tacl 
the endofture is oof«ruci«d ovt at 
e 9tar^fd ce^»etto box and cdf - 
tainly doesni rellea the h\gU cost 
of ihe unit Ntewwlhetoss the rracer 
pefiormed irrmtciMetv th^ough- 
oul the lest and proved r^riable. 



INSTALLATION 



The trajGar can reacf> a maxkrntim 
tracing arsa q4 300 k 300mm using 
automatic tcalirig, but tiie nominal 
ar»a is 256 k 176mm for nfflm^ 
draw rncKte The tjase is htted m 
poeltion with a damp ot with tf>& 
dootte-sWed adhesive stnp sup- 
plied A templala t^ provided for 
positioning the iracingsheet grkJ in 
the correct locatfon The interlace 
of ttia trmssm la phjgoed into ihe 
btA al 9m Bpimm (with the 
power supply disconnected () or 
Irrto the exienskon port ol the 
prtntar edge conneciiofi TTie acA- 
w^% casseite 0T2 is loaded and 
Ihe system is ready. 



SOFTWARE 



The CMsette comaim five prog- 

rams: 

PHAW AH gmofal porposa draw 

teaty res I nd Liding outHne paint and 



kLE The drawing is translened 
to 9c:reen seated up or down, 
reversed left to right and upside 
down and repcsitioned 
R ETRACE Stores a stnrm of draw- 
ing commends and e wwg l nrt aa*^ 
latef retraciing. In pracffcn Isffiis 
this means that rl siofes an outtine 
drawing which can be recalled 
repeyttvely 

GRAPHICS Sots up an array of 
user defined qraphKS 
COMP Comp 4S indodes all four 
above progams. Comp 1 6 indudM 
DRAW. SCALE and RETRACE. 
RETRACE SCALE and GRAPH- 
ICS must be ryn Irom wrlhin DRAW 
and must therefore he merged with 
DRAW 
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Frvneo Frey 



Teid may be pdrvted us^ng key P for 
nofmaJ. key M fof inverse ^m key 
V for flasJl after posflioning ihe cur^ 
sof at the desired prim position. 
The screen display may be copied 
on tfief^rlnler or saved on cassette 
a! any time and recatled at a Laler 
dale irom wiitiin the DRAW pmg- 
f amme for (ufltwr modtficaton 



SCALE 



Wheri operatic the tracef with 
DRAW the drawing on the tradrig 
^l^eet \s Iranaleited wHh a fixed 
nominal aoie ol imm to i p^cel 
Wrih the pfogram SCALE the dis- 
play imaoe may be moved up and 
down^ len and ligh!. s^c^led up and 
down, reversed Ml to hght and 
tumfld iffiaide down or any combi- 
rtatiOri Of these Autofnaltc soalir^g 
can be adwved by 
Figure enlry mOd4: by inputbrig 
Che coordinales o^ the desired 
reoangie on th^ screer^ Upon 
compleiton the cufscsr wm move 



nurnber Up to 5.000 samples may 
im stored on a 4m Spectrum or 
SOOwtIha 16K memory 



GRAPHICS 



DRAW enable text to be pdntad 
normal inverse and nashkng indud- 
ing standard graphic s^riaols or 
UDG s. Mth GRAFHids e new 
dwaclar set Fnay be generalad 
ancftavedlotvebfEaiefuse The 
otfTenc cftaradar set is displayed 
Eniering tie letter lo be ct^nged 
Iti0 B X 8 dot n^fnx m displayed 
and ttie character may be rede- 
signed wiifi the use of Keys 1 end 
If an efTor is rnade whHe^rwii* 
tng a Kne or the charactef it ps poss 
mh to tmm\ lo tt^i beginning o* 
ihal line 

The programs SCALE, 
RETRACE and GRAPHICS must 
be merged wilh DRAW to operate. 
However the €onp3Site program 
may be loaded, wtwh contains al 
ffitt above mentiofied laciliities the 
pn^grtmm^r m^y i^e i^ndtvichid 
routines from Ihe utility program 
and merge ttiem with his own 







The DFtAW program prompts 
entry ot bed^gnxind and paper 
coloiir and a tfasfMog cross wtre 
cursor diaplays Itie current position 
ol the taoe tiead li the trace head 
1^ moved ool oT itne iracirig area, a 
warning BEEP will sound A large 
or imall or mvis^ti^e cursor may be 
aatoded Border, paper and mk 
oolour changes, screen cteanng, 
dspley ot colour character grid, 
line erasing within charttd^ 
square, etc, fladilltate the produc- 
tion ot the dra wing. Dramvtng can be 
acoompitshed ettier in normal 
mode by hoWing down key W (pen 
down) or in coniinuous mode (tog 
gle key C) Pressing key E will ae- 
ate thick lines, whi^ key O pkus 
jingle points. 

Spec:ial drawing turKr(kons are 
provided mduding siroighi line, 
JUtiaiter, haM and hM cinde. 
rectangle and right ang4e« All 
theg« laciltties permit rapid produc- 
tion of o^mplex OiiUine drawings 
For area Wmg lour dit^ent tunc- 
tiofis are available : 
fcey I paints soltds 

liey F hatches (atlernale 

honzoniaJ Imes) 
key D hatches tevery 

third line) 
( Sy m) M Toogiea Btudl>ng 

limKs (shading 10 

edge) 



or^ wilhin the osnfines of iNs 
rectang^ when moving the tracing 
arm aoroes thni entire nominal trac- 
ing mtt- 

Dfewi ^ntiY mod«: Tt)« lour 
coordinate are iripul autoniati- 
callyt^yttie screen cursor By indi- 
cating the kwor lelt arx! upper hght 
posimn with the screen cursor, itie 
required area rectangle will be dis- 
played lemporanty or perma- 
nentfy 

Singlie point eitUry: Inputang a 
scale factor and positK^ing the 
trace head at a re^etfei^ce point on 
Ihe drmring to ba traced The ]^ and 
y ooortffirtee fnay be read and 
inpui 



RETRACE 



Ttm program RETRACE stores 
consecutive poirM liom Ihe tracer, 
the % and y coordinates and the key 
pressed being stored m a sthng 
array The program aHows to trace 
many outlines, stores at iMerefrt 
points in Hie array and torecoil any 
one in parljcular commencing the 
retrace at the appropnate sample 



Furthermore he may add addl- 
liorral subrCHitines to be called by 
non'^issigntid keys and cusiomise 
the program to ^uit his require- 
n>enis. All il^scan be dorw in Bask; 
and should nol prove too drflicult A 
complete lisbng is provKled lor this 
pufpo^e 



CONCLUSION 



The RO DIGITAL TRAC 
nngs round the usual drawi^ng 
utiirties wifh arxl withcxji lighl pens. 
The tracing arm ts definitety more 
aaay and aocurate lo use than a 
Bght pm\ However its appi4cailOfi 
Has TM in sketching and freetiand 
drawing, but is limited to the copy- 
ing or Tracing ol erisiLng drawings 
The extfa reatures of SCALE. 
RETRACE and GRAPHICS 
increases the elf kwncy ot the sys- 
lem and makes i1 the most ver^ 
satile tracing uienstl on the marker 
The onty drawt>ack is the pitoe of 
E5^ SO which mskas it a nthar 
eiq^ensive Spectrum add-on. and 
bmits Its appR^tton to ihe serious 
or well off Spectrum owner 




i 



UPQAIf 

Tht passen^eri d the ttar Uavf AmdU w«n 
mvoonpd $r4 cup^ve on in unetuned woitd. Tha 
mn ciM bm wt$ cMiH3M to »vlfig oitfn 
Mt^, iu wt$ on^ pift min a mudijri {j( hunun. 
CQOfTiputef ind Vina smiitud into pMsfn in 
Arc;M^ & crith , III wt» i IHEVTi hybrid Biit I4« v^ 
itaU rrw imj ll^hnng hi mn OhIihIv hHi... 




rriiEi 

TERMINAL MAM 
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STORY BY KELVIN GOSNELU 



DRAWN BY OLIVER FREY* 
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Next: The Thing that wouldn't die... 
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Les Flics 

ProdiH»r: P,S.S. 
Memory required: 48 K 
Retail price: £6.95 
Lang uage : ma c h i ne code 

II was probably mevftable that 
at some tim# ex cAfm \m P InK 
feline thirty mmybob with a tail 
and a penchant for stealing 
damonds ^ou^d appear in a 
eompuier game. Les Fhcs isn't 
SOfn©or>0s name Of course but 
a bil of French slang (or the 
police, and in fifw Peter Sellers 
style Frencti. the inlay aipWna 
the situation This is anaicade 
game wilh adventurtsh over- 
tones* or rathief it's several 
afoade games in or>e^ 

The first screen shows a 
plan o1 a city centre with a 
maze o1 tTee-lined roads con- 
necting nine txjildings, their 
doors indicated m red You 



an 




Small grap^fec£ beLic i loroMinitr 

aridity tniidf] I^B bujidmgi, while 
QtftelAa Lii Flici piiml. 

appear as the Pink Thing wMh a 
tall on a road low down the 
screen As soon as you start to 
move, two police cars appear 
on the streets, zjpping about, 
butpeneraily homing in on you. 

Tne idea is to entef the build- 
tngs ar>d pich up usefu I objects . 
which will enable you lo find 
and steal the blue diamond 
The interiors of all the buildings 
are designed as p+atfonn 
games with ftve levels and 
holes in the floors Leveis are 
conneded by staircases, up or 
down lifts and firemen's 
poles. The buildings are lit- 
lafed with all sorts of tNngs 
including daggers, a bag. a 
spanner, knives and forks, a 
key, money ba^s. beard dis- 
guise, masks and o1 course Ihe 
fimx>us diamond There are 
some other odd things tike 
heavy weights arKi pofes 
These can be moved around 
and weights, if dropped 
through a hde. wiN tall and 
squash the chasers on the 
floor bebw 

There are food pods' dotted 
around arKJ passing over tfiem 
when in possession ol the knife 
ar>d fork wilJ! replenish your 



Inviie, tbi 0m^% reumblt plush gnrmattlumt - rou rftlhs ulnk l^ing with i 
till. 



rapkly deplaiad aneray levels 
Nun^erous doors in buildings 
may b& entered and eseirted 
from if in possession of the key 
The chasers include 
Gerid'arrrfene Kaolin (dis- 
guised as a chef), and of 
oourgp Cleudeau - famous 
idiot detective 

The mam task in this novel 
game is to co^tect things which 
will allow you to do the right 
things in ottTer buiJdings, white 
remaining free of pursuit Dis- 
guises help in some cases, ttue 
o^ger wilj hdp jn others. And 
ai the while, the police cars are 
wailing outside . . . 

CRITICiSM 

• 'At f^rst. this ganne tooked 
quite primitive with its Wock 
graphics. t>ut once inside a 
building this all changes to 
good, detaited, cokxirfut ard 
wel I- animated char aclers 
Finding the gemstone is fairly 
easy but getting rt is ditlicult 
With only a set number of build- 
ings. I woTKtef frow k>ng its 
good playability and addictivity 
will last; 

• UnfBS^ the copy t w^s 
given had iost &n ^xtra set of 
instructions insidQ the target 
pi&stsc cassette case, Les 
fWc^has a missive overstght 
Nowhere does tf tett you how 
to play the game or what the 
controls fl/e. Of course ^ halt 
the fun here is tn imdtng out 
what (toes what snd when it 
does it, but some control key^ 
would have t^oen nice Tnaf 
and error proved them to be 
fffe cursors, r&ther a drawback 
in a game of this speed Apart 
from this quibble, Les Flics is e 
great deal at fun, ohginai and 
combines several tdess in one 
gam^ The graphics are large 
and smoothly mowjig, Bmus- 
tng things happen, the lifts 
work very mcely, and there are 
enough advBr^ture elements to 
make it a/f playable md addic- 
tive/ 

• It can get to t>e extremely 
frustratir>9 when you have got 
a key. a bag, n>oney. you re 



well ted ar)d everything, and 
ttie diartiond rs around ma hqkI 
comer, to run into a police car 
through inept maze dodging' 
Les ffics goi m© real mad - so 
ri must be a pretty good game. 
Inilial impression of simple 
graphics quickly gives way lo 
the smooth, i^sn and laige 
ones of the building intenors 
One ol Ihe n\o© touches ts the 
incompetence ol inspector 
Cleudeau, wtw will often come 
along and knock a Flic uncon- 
scious for you. just t^elore the 
cop was about to nick you 1 
thought this was fun and realty 
addictive/ 

COMMENTS 

Control keys: cursors plus 

to collect Etems and in 

combination wnh direction 

keys will operate lifts, poles. 

etc 

Joyatlch: Kempston, PftMek. 

AGF 

Keyboard play; pity about the 

cursors, but responsive 

Um of colour: good and 

vahed 

Graphics: very good 

Sound: good, but the lune 

between lives gels irritating - 

an interupt key might have 

been useful 

Skill levels: 1 

Lives^ 3 

Screens; 11 

OriginalHy: very high in 

conleni and style 

General rating: very good. 



Use of computer 


fia% 


Graphics 


/8% 


PlayabilltY 


56% 


Getting started 


*^% 


Addictive qualities 


79% 


Originality 


fl5% 


Value lor mor»ey 


78% 


Overall 


75% 


^fe%£^ /r> 
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Death Star 

Producer: Rabbft 
Memory required: 48K 
Retail price: 115.99 
Lar^uage: machine code 
Author: J.K Cain 

Death Star is a 30 shoot affi 
up set in a trench on the sur* 
face of a massive alien craft, 
and as suc^ is in the tradrUon of 
Star Wars' type garner of 
which Btade May by PSS is 
another eMample Unlfke 
Blade Mey. this game has 
oriy the one screen. The 
scenario is tt^at the evil Garth 
Fader has sent the most 
deadly weapons system in Ihe 
Umvefse to destroy humank- 
ind and (f>e only form of 
defence left is a squadron of 
three ion -drive Ford Prefscts 
armed with laaer canon. Vou 
are the only pibt left and by 
remote control yoy must save 
hymaniiy. by flying along the 
lienc^ nnng at the enemy 
Tightefs as ttiey hurtle towa/ds 
you 

The tremii is dasait>ed on 
screen by three areas of the 
same Nye. eacti divided by 
two pale blue lines going from 
the two tower oommB almost to 
the lop centre of the screen, 
Tilts forms the 3D perspective 
view along ihe trench Move- 
ment is irKticBted by a line Of 
dots running down one walL 
across the floor and up the 
mher side These appeann the 
*dtatwca' and shool towards 
you. and continue to do so at 
intervals throughout the game. 
In the small slice of black sky al 
me top, stars are also mo^iig 
towards you. 

Vour ship can move left and 
right as well as up and down, 
its position in space marked t^v 
its shadow on the trench floor. 
The aliens appear from ttie dis^ 
tance and are animated 
towards you through several 
stages. Some of them fire 
plasnna t3olts^ 

CRITICISM 

• Tbts is another of the 3D 
type shoot em ups, but tt isn't 
really a very good game, it 
seems to lac* excitement. Ttie 
ship keeps getting hit even 
wtWi yqu attempt to Ay over 
other ships Also rt can be hit 
wtrni flyrng high by attackers in 
the distance' It seemed to me 
thai no matter where an 
attacker was (ie d^tance or 
height) it would hit you if it over- 
iapped wrth your ship Thts is 
surely a mistake in program- 
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ming (or is itjust poof program 
ctesign?). The nrKJvemenls, 
etc. IS okay but firing s&oms a 
bit on tha chisap" side wx\h a 
straak or lirire goir^ lo the e^nd 
of the iranch (vanishing point). 
Not one of the besi oames of 
thtetjipelhaveseen 

• ■ Death Star doesn't h&ve 
much going fof it - father dis- 
^ppomting sft&r ati fhose f/tt)e 
ads in the magaiini^s teffing us 
We woutd never be the same 
Bgain aftm Death Star The 
gmphics are strnplB to the 
point of not working - at least 
as far as the 3D goes, and 
there isnl anything speaat to 
do except shoo t at one n^y craft 
when they appear. The 
graphic of your ship is quite 
TargB and does distort in 
Shape wh&n you move from 
Mkkt to side, but odd^y, 
remains th& same shape no 
metier what height it ts at This 
mafres it difficult to tine up 
Shots at times. The other trritat- 
ing thing is that it this is sup- 
posed to be 3D, how come 
you can t get over afow ftying 
enemy? Can't the programmer 
make his graphic characiers 
merge or pass each other 
without the computer deciding 
youve been in co/ftsfon when 
your eyes tell you that you 
haven 't? Alt thes & poin ts made 
tfia game unexciting end 
unpfaYabie as tar as I was 
concerned 




F^r iookkfifl 3D supiiQfts Viry IllUi in Otttit Stir. 



• I probably shouldn l com- 
pare one game with ar>other as 
a form of cntJcising i1. bui after 
p[ayir>g Blade Alley. Death 
Star has littSe appeal Every- 
thing seems wrong with ii Ariy 
sense of dashirtg down into a 
deep trench at high speed Is 
lost by thosa silly litlte dots 
which move fast when they are 
a lOfig way off', and slow aown 
as tt>ey get nearer' to you 
That's wrong, it ought to be the 
other way abou^i Some of the 
alien characters are quite nice 
but overall I ttx>ught the graph- 
ic^ poor and urxjetailed - also 
very flockery Is this com- 
piled? The user-definable keys 
are good though! 

C0MMEI4TS 

Control keys; user-definable, 
tour need plus fire 
Joystick: AGF.Protek. 
Kempston plus most others 



viaUDK 

Keyboafd play: average 

responsiveness 

Colour: average and unvaried 

Graphics: generaJiy 

reasonable. tf>ough flickery 

but 3D effect poor 

Sound: frying bacon sounds. 

poor explosion noise 

Skill levels: 

Lives: 3 

Oflglnalfty: a poor copy of a 

much more cortiplicaled 

arcade game 

General rating: bebw 

average. 



68% 



Use of computer 

Graphics 

Playability 

Getting started 

Addictive qualities 

Originality 

Value for money 46% 

Overall 54% 



52% 
4S% 
68% 
43% 
54% 



Bewarehouse 

Pfoducof ; Positive Image 
Memory required: 48 K 
Retail price: £5.95 
Language: machine code 
and BASIC 
Author: Tom Cannavan 

Bewa/e the haunted ware- 
house f Here you must get as 
many men as you can across 
the warehouse floor and up the 
ladder to safety 
The ghosts dont like their 
peace shattered so they will do 
several things to try and Slop 

Sou. like throwing boxes and 
arrel3n they may chase you or 
iust try and block your path. 
Your energy is limited and it 
goes even faster when you 
iump about. 

Ine screen depk:ts a cross- 
section through the ware- 
hcH^e, Your rnen line up tselow 
the floor and a short ladder 
takes them to the mam floor. 
Above there are rive areas 
divide<i by vertica) walls that 
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alrnost touch the floor, allowing 
the man to pass underneath 

' but not jump A rail runs along 
the le^'^gtti of the warehouse, 
and blue rails a kittle higher up. 
At the extreme left, a ladder 
mns up to the floor and safety - 
well almost f Rolling along me 
floor from left to right come the 
barrels. These may be \umped 
over by leaping up and hang- 
ing on the rml until the barrel! 
has passed In the lasi area, 
boxes are being thrown down 
which must be dodged As the 
game progresses, there are 
more barrels at different 
speeds and boxes start 
appearing in the other areas 
too Once on the ladder and up 
to the top. safetv is assured - 
except on later levds when a 
ghost appears and walks 
across at the last second - it's 

I to be avoided. Later still the 
ghosts may descend to the 
warehouse fkx)r 

CRITICISM 

• This game is totally original, 
one of the main features which 
attracts me to it. By about level 



4 the game beaxmes almost 
impossible to play! Timing is 
important- The graphics tend 
to be a little bit on the primitive 
side, but overal] they are ooE- 
ourtul and well drawn. An 
addictive game from an 
unknown compajiy/ 

• Bewarehouse contams 
smalt and rather jerky but col- 
ourful graphics. TT^e idea of 



fumping up and holding on is a 
good one. but I don't think te 
lasting eppeal is \/efy strong ' 

• I really enjoyed playing 
Bewarehouse because the 
use of the keys is good, and the 
skJFI requirements are well 
judged to make a fast and sur- 
pnsrrfgly difficult game True, 
the graphics are nothing to 
write home about, but th^s is 
definitely one of those games 
wfNsre the idea is more impor^ 
tant aiKl the graphics do not 
detract from its playabilrty I do 
Irke the word BOP whch 
appears fof a quarter of a sec- 
orvd after a box has hrt you - at 
first you think your eyes are 
playifig tricks, tt's a simple 
game, and quite acfcfetivo 
because, adhough repetlirvep It 
does oflef a challer>ge in timing 
skill/ 

COMMENTS 

Control keys: ZJX teft/right. 
to jump 

Joystick! none 
Keyboard play: responsive 
Use of colour: very good 
Graphics: detailedf, 
movement by bkx:it character 
Sound: poor 
Skilt ievets: progressive 
difficulty through 12 stages 
Lives: 5 

Originality: the idea behind 
Bewarehouse is really quite 
new, atthough a similar 
concept is used in Sinclair's 
Stop The Express 
General rating: playable, 
medium addictive and si m pie, 
generally a good average 
game. 



Use of computer 


68% 


Graphics 


59% 


Piay ability 


65% 


Getting started 


72% 


Addictive qualities 


65% 


Originality 


69% 


Value for moniey 


61% 


> Overall 


66% 
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3D Bat Attack 

Producer: Cheetah Soft 
Memory required 48K 
Rmail pnce:C6«95 
Language: BASIC and 
machine code 
Author: Mark Jon&s 

To emphasise ^is 3Deeness. 
Bar Aitack has the 30' al the 
md of loddifig. seen lyifig Hat 
on Ihe 'ground some way oM m 
fufl perspective The charac- 
ters then come ctoser as you 
va&lW towards thent. feanng 
upright v^en you get clos© 

This is a three dimensional 
game in which you are incarc- 
erated in a tower with four 
floors. There \s a lift between 
the floors arxl you can go to 
any one you wish. aH hough 
each time you use the Iktt the 
t>ais whic^ inhabit the lloors of 
the tower wiil become more vie- 

fOUS 




The ftooTB of ihe lower majra 
are lined with gold blocks 
which you must collect You 
have no armament against the 
bat anacks. t^A at intervals on 
each floor there are doves of 
(fifltc which may be aaien by 
njnning over them This will 
give you immunr^ for 20 sec- 
onds only, ir a bat attacks you 
after garfic has been eaten, it 
will stun but r>ot kdt the bat. 

The corridors of the maze 
are drawn ^n perspective with 
green lines, uprights indicating 
tie ler^th of one step The 
gold bk>Chs on the Itoor are 
so4id yelbw recta ngies. and 
the resulting $cer>e resembles 
a modern open plan office wiih 
desks in straight lines and 
dMding partitions Below the 
visual display there is a radir 
showing your position and that 
of the lour bats. A map display 
of the maze, goW Wocks and liit 
IS also available at a key press 
Oi this large n%ap you can see 
the bats Ttitting about quite 
well Below the display there rs 
a direction indication arrow 

If you are hit by a tjlood suck- 
ing bat, a large crack appears 
over the screen and may take 
you by surprise it it came trom 
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Cold bfocki iftd gsrilc In Bit Attich Hi menilktr - a ctovt i day keeps the 
baisatbav- 



behind tf Ft attacks from m 
front, ydu wi>ll see it approach^ 
ing 

CRITICISM 

• Movement of the maze is 
fairly slr/w, while the bats fly 
very quvckly. Garlic is never to 
be found when you need it. and 
a map that is not oo-ofdmaied 
w^th your key movements - 
Ihat IS. you move in of>e direc- 
tion and your poSftk>n marked 
on the map moves in a totally 
different drrection - very cor^- 
(using, if not frustrating Graph- 
ics afe large, detailed and 
approach you in a quite reaHs* 
lie way The colour is also welt 
used Overall, a batty unadcfec- 
tivegame/ 

• After lotiowmg Ifte usual 
scf&Ga me$SBg&s i pressed 

any key to begin'' ((t wasn't 
tht5 BREAH key) and thB game 
crashed, leaving a mess on 
the scf eert. Satd incident ftap- 
pened^Bveraltmes. t made a 
fmat atmmpt with the Kemp- 
ston inrartaca unplugged - 
and success f Surely ^f the 
game was tested fully such 
information could be included 
wsih the program I thought Bat 
Attack was basically bormg, 
dated and alniost colourless 
30 maie game There were 
games hke fhm about a ye^r 
ago Unless Iftfe type of game 
can fee ravilaiiseaor improved 
upon, then thB 3D maze game 
has had its day Notaparticu- 
iarty mspifing or exating Wf- 
Sion anyway. ' 

m Bat Attack instantly 
reminded me of Gilsofl s Maze 
of Gold You had to collect gdd 
bars in ihat one too, but wilhoui 
the hindrance of monsters 
chasFng you The graphics are 
greatly improved though over 
some of the earlier 3D maze 
games, and ihe map facility is 
excellently done The sense of 
movement along ihe corridors 
works quite well, but I think the 
real drawback to the games 
working really well is Ihe bats 
Wouidn ! rl have been better to 
provide a weapon for shooting 
them? The garlic is totally 



ungainaUe m a hurry unl^^ 
you happen to be right on top of 
a clove 01 the stuff What also 
confuses and slows reactions 
down is the system whereby 
you can rnove in any direction 
with Lh© cursor keys, but to 
face in the direction you must 
use the cursors aryj CAPS 
SHIFT to lum This means you 
can sail down a long corndor 
only seeing the side wall! In a 
panic situation ihts can be 
quite troubiesome I enjoyed 
Bat Attack, but ( don t really 
th»nk It offers quite enough 
playabiliiy or excitement in the 
long run to be addictive/ 

COMMENTS 

Control keys: cursors. CAPS 
and to view maze 
Joystick: ZX 2. Protek. AGF 
Keyboard play: a httle 



confusing a I hrnes, and no 

immediate response from the 

keys 

Use of colour: fair to average 

Graphics: average, 

reasonatrie 3D effects 

Sound: poor 

Skill levels: 1 1 with between 

1 and 4 bats selectable 

Lives: 3 

Screens: 4 

Originality: SOmazegamc^ 

are hardty new - depends on 

how much one has to offer in 

r^w ideas 

General rating: Our 

revjewers opinions ranged 

from poor, to fairraver age ID 

above average, but felt that at 

almost £7 It was pncey for 

what tt offered 




Use of connputer 

Graph ica 
Playabiiity 
Getting started 
Addictive qualities 
Originality 
Value for money 
Overall 



54% 

55% 

43% 

63% 

45% 

48% 

48 

51 



1% 



space 
Command 



Producer: Virgin Games 
Menrvory required: 4SK 
BetaifpriGe C5J5 
Language; machine code 
Authors: Terry Murray and 
Roy Poole 

Youf task in this game is to pro- 
tect a domed city on an 
asteroid from tt>e ravages of 
alien attack You control a 
small spacecfatl armed with 
lasers, in this game wntlen by 
the authors of Yomp and 
Rider 

The city is protected by a 
two- stage lorce field wfiose 
energy banks become weakef 
after many impacts This force 
fiejd Will be lowered to protect 
the civilian pans of the city, 
thus leavir>g the iarge com- 
munications di^Sti unprotected 
If the dish is destroyed, you 
lose a Irie. Your ship s lasers 
Will ain down with repeated 
use anta take time to recharge: 
similarly fuel may run out 



batore ttie aitack wave ol 
aliem 

The screen shows the sur* 
face of the asteroid at ihe bot- 
tom, wifth the lorce field 
emmanatsng betweer> 

opposed wings of hills rde. 
Behraen the hiiEs can be seen 
the domed city, communhca- 
lions dish {in tne centre} and 
the Space port Below the dis* 
play are two bar codes for laser 
strength and fuel tevel 

An eighi-opiion menu allows 
for joystick or keytx>ard selec- 
tion, custonnsaiion to the 
ejrtenl of having armed or 
unarmed aliens and the type ol 
space ship you would like. 
TTiere ts also a very good derno 
mode on offer Aliens hitting 
the force fi^d weaken it. so 
having unarmed aliens does 
noi necessarily make the 
game any easier The screen 
wraps around tKjrrzontally. and 
diving your ship into the force 
tietd will kill you off. 

CRITICfSM 

• *Dulte a reasonaJsJe sfioot 
em up here with good graph- 
ics me game is fun iKJt not 
really varied enough to make it 
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Wpi|I imund rotiirt iff virgin on thv luk^dai is mey tnr lo wr«di your S|iic« 
Commind 



iFuly addictiv©. Opttoos to arm 
Of unarm the Blm}s and hav^ 
drfferent spac^cfatl help. Quil^ 
gcxKJ graphics, smoothish, fast 
movem^f^T o1 the ship and 
aliens. Virgin are improving. 
TTiis is a good gamfj but with- 
oyt much addictivene^s." 

• ' This game pt&ys so tB$r thm 
it is almost imposBibh to con- 
centrate on your targets 
Graphics 0r0 l^tg& and 
cWaitetf ana the cofour is well 
urod Other than Bhootfna 
down ati&ns there isn't much 
else to this game. Ov&rall. 
quite a g^od game but with 
tow piaYBOifftY becausB of the 
impossible speed ft pfB\fs ^t 

• 1 know I shouldnl cofupar© 
games across computer types. 
bat sometimes damn it. you 
have to Space Commmd 
baks [ike the same sort of 
game mMetrothiz by PSS tor 
theCBM64 Now I know ttw &4 
graphics are much stronger, 
but I have seen games for the 
Spectrum which I think are bet- 
ter than on ihe 64 In this case it 
isn't so, nor is the level o1 ptey- 
abtlity After aJ), tfie screen 
aiea is the same, yet PSS 
manage to make il seem infi- 
fiftely bigger This spacestiip 
has no monwntum. zipping 
about like a gnat quite 
unrealislically Also the game 
has been mis-paced, every 
thing htappenmg too fast for the 
size of graphK^ for you to be 
able to {fo much The key posi- 
tions are terhbte. all in a 
straight line on the bottom row. 
M's a pity . because the game in 
UseH is reasonable, ju^ the 
generai working seems to 
have gone adrift somewhere ' 

COMMENTS 

Control keys: 2/CAPS 
up^down. fut/SYM Jeft/righl, 
SPACE to fire. EfsTTER- 
engine bowt; aHemative+y. 
cursors and 

Joyalick: ZX 2. Kempston. 
AGF. Protek 

Keyboard play: responerve 
Ute of colour: good 
GraphliCft: reasonabty 
smooth, large, detailed and 
fast 
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Sound: above average 




Skilt levels: 1 




Lives; 4 




Aftftckwav««:lO 




Originality : quite a novet 


^»ce shoof em up 




General rating: above 




avora^o tor those who tike a 


very fast game. 




Use of computer 


61% 


Graphics 


75% 


PlayabJIity 


Sfl% 


Getting started 


70% 


Addictive quaMtieo 


44% 


Originality 


fifl% 


Vaiue for money 


62% 


Overall 


63% 



Carnival 

PrcNJycar: Eclipse 
Memory required: 48K 
Retail price: £5.95 
Language: machine code 
Author: W. Moore 



On kx>kina at \t)& cassatta 
inlay, rt's a btt difficult lo decide 
who really ts responsible for 
marketing Itiis game. The 
copyright says €cftp$e . btil as 
the game t£ pah compatition 
thiS IS run by British Micro of 
Watlofd, below which is ^vs 
creat€pd and produced by EMS 
{Holdings) Ltd. EMS (Hotd- 
ings) Ltd is. arrKKig other 
things, an advertising agency 
which l^ndles a number of 
computer and software-related 
acootints. 

Camtvaf te a lairground 
Sideshow shoot em up. Yoti 
start oil with three (ines of 
obiecis moving in opposing 
directions, bears, raWxts. 
ducks and a alphabet letters. 
At the base of Hha screen is 

Eour rrfte, which may be moved 
^ft and rtghi Below that is an 
alk>ca1ion of bulMs. The ye^ 
low ducks have • ttfidiency of 
breaking line, flying down and 
robbing you of sorr>© bullets. 
The toners should be shot in 
the correct ofder to spell the 




S5i0f^ 



word B-0-N-U~S oddty 
enough, this awards some 
bonus points to your score^ Hrt- 
ling targets on the upper now 
awards more points than hit- 
ting any oh the kwer fow. 
Above the moving rows la a 
carousel o1 clay pipes wMdl 
must also be shot for bonus 
scores The game ends if yoy 
njn out ol b(m\^ before ctetr- 
ing the screen BuUets may be 
replenished by shooting two lit- 
He blocks With a 5 atncTa 10 in 
them, bullets warded aooord- 
ing lo the number. 

CRmciSM 

• Carmvai is an excellent 
shoot 'em up game. Its graph- 
ic and sound are very good. 
Quite a bit ol ItiNung out is 
required lo clear a sheei with 
the limited txjilel supply. There 
are ouiie a tew features includ- 
ing snooting at a we4 1 a n i mated 
tiear tsetween games, the idea 
being to keep him on screen by 
hitting him oentialty. whicn 
makes him change direction , 
so hit him again, etc. I found 
this a very playable game 
which seemed to have an 
appeal that kept me playing/ 




Vni^^l 



playable and addictive at tirsi 
but t think it$ testing appeal m 
likety to wana attar thr^e or 
four hours of p!ey~ ' 

COMMENTS 

Control keys: CAPS/Z 

left, right and SPACE to fire 

Joyalick: ZX 2, Kempston, 

Fuller 

Keyboard play: responsive 

Use of colour: goOcT 

Graphics; above sverane to 

good 

Sound: good with on off 

option to ki!f the cafnrval 

sound 




Roll ypt Roll up I Shcoi the Ityitig Etucfci snd hamtfitt bunntet indnrtn 



til a 



VOiifttHaGrjphpad. 



• 1 WBsnt very sura at first 
that you woutd be able to take 
S0m0thing hk0 a carnival nflB 
range from reaifty and re pro 
du€0 il on a comput&r game, 
but m fact fts worked quite 
well here. Graphics move 
sfTioothiy and quickly end are 
wett drewn CBf& rt\iJ$t fte 
taken with your aim because 
of the short supply of buttets, 
this does add a c<msidarable 
difficulty to the game Ducks 
that tend to dive tiown and eat 
your bullets . gen eraliy come a f 
once, so onB of them is likely to 
get through your bBrrage of 
fire. rh*s game is fairly originai 



Skill level«! 6 speeds 
Lives: t 

Originality: novel ktea for a 
shoot up, wefl implemented 
General rating: considering 
the competition prizes and 
gairie value, pretty good. 



Use of computer 


77% 


Graphics 


73% 


Plsyabillty 


76% 


Getting started 


7B% 


Addictive equalities 


75% 


Originality 


70% 


Value tor money 


76% 


Overall 


7S% 



Bonis be a keyboard himcliback! 



Sit bade ifbtli a compact, lightweiglit, hand held^ 
, fingertip operated joystick. 

▲ Nyion encased -Steel shafted joystick with ball and socket joint 
A fast sprung re turn to centre. 

▲ i2 Months Guarantee. 

A 7 day Money back Guarantee. 

Settle down in comfort for % 

that long battLe against tlie 

higli scores. ^, 

LQfge hanaies and nibbersuck&ri are fine 

on a tobte top. but ore very uncornforfable 

and tiring held in the t^and and fhey don't 

stick Carpets or sofas j» 

A deiia 3S on the other hand witi move ^ 

with the Hick of a finger , 

Its choice of three fire buttons witf j 

suit a variety of gnps in left or hght ^^^ / 

tionded operation The rotary ^^^-» 

$tide switches carinot be 

Cfarnoged by excessfve 

oressum on the sttck and the 

tirebutfons have been 

Qxtertsively tested and wift 

%tiii be going after miHiom 

of ivissites have i^feen 

ftred 

Like the Spectnjm it is 

8nnsh with a steek fow 

orofste style and 

■notching colour 

scheme 

it witi tit any 

ir\terfQce that . 

accept a J 

standard / 

Atari type 9 / 

way'D" / 

mligive ^O/ -»- 

veriicai 
and. 

hofizoniaf 
movefTient. 



DELTA 3iHAN0S£T £10 OQ 
Pnca includes VATor}d P&P 



'J^QQ^ .V. England 



•IS we/com© at me factory- /{Monday to friday 



I Make the most of 

^ youfjoystick 

f A pfogrammabte 

interfoce will work aft 

your gomes 

progrofDs 

firmware fype 
So&ly 
proQfommed 

Switct^toAto 

program 

Switch to B to 

run 

Ftee'with 

ftrmwote 

mterfoce super 

"sound ooostef " 

^t^ich tijrnsa 

pathetic' peep 

intoa'triumphor)t' 

tone 

FirmwUfB 

progrorrtmabte 

fnterfoce ontv£29 00 

SQve£2>Detta3sJov&tick 

and firmware mterfoce 

£3700 

Sottworetype 

toad the tape andssiect 

thejo\ntick program fhat you 

war)! or make up another 

program ana add it to the 

tibrar^ 

Software irtterlace only £28 00 

Sove£2* Defta 35 Joy^Uck ond 

software interface £36 00 

Both tnterlocGS have through 

connections for other addons 



VQttmace Limited 

Park Drive 

Baldock 

Herts 

SG76ET 

Telephone (0462} 894410 
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Ml Trtles ayailable mail or<ter Irom: 



^i^^iSa 



!ffAlLCmOERPO.Bo»6.W*! 



■7P¥ Tel (0202} a9l7M 
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*«fti£o™t DfWW^H CWTtCRA5H£ft ^,f ■ v NEW GENERATION ON 

COMMODORE G4 







THASMWAN £7 S5 
3D TUNNEL £7 95 
ESCAPE £/9S 

SEW 
ELECTROART^ 

1 £1495 
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